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DEFLEKTOR 

No herwf, No Foe. Only pure 
skill and technology as you guide' 
your taaar beams tlw ough, a M 
d» 9 tr, 4 pyramid of obstacles raftert 
H from mirrors, bounce it off walls, 
deflect it through tenses, ever 
calculating the angles, carefully 
judging lt H s path toward* the home 
receiver end then-, -..another S9 levels 
of frustration and mind boggling 
intrigue. Addictive. 

Compulsive- Only for 
those who tin 
withstand defeat. 


BASIL THE GREAT 
MOUSE DETECTIVE 


From the basement of 22 1 b 
Baker Street, Basil and his 
faithful bloodhound Toby 
venture forward in search of the 
cirt>tard I y ftatigans hideout where 
poor Dr, Pwweon is held against his 
will. What clue* do they uncover 
amongst London's famous 
landmark s? What disguises 
do they adopt In moving around 
the rodent underworld? it’s 
elementary my 4wr enthusiast, 
the answers are in the game. The 
question is do you have the 
•kill *o unearth them! 


Gremlin Graphics Software Ltd., Alpha House, 

r 

10 Carver Street. Sheffield SI 4FS.Tel: (0742) 753423 
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CBM6fl/lZ0 
£Q.y9C £ 14,99 D 

AM5TRAD 
£ 9-99 c £14 99 D 

SPECTRUM 
£7.99 C 

MSX 
£9.99 C 


JTXU1Wlall7t «-¥-■ « ' ■ 


MASK II 

Action packed adven ture of the heroic 
Mask team in more danger filled 
misaitjrm t^.iinstthE evil forces of 
Venom Mnn and machine In valiant 
defence of the world end It's 
treasures. An exhilarating challenge to 
all gamers whatever their interest*. 
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IR DEFORCE 

From the Instant the 
Starter shouts 
"£3en tie-men start your 
pedals'" to the last 
gruelihfit moments, you'll he banging 
head* with fiv* of tho meanest, toughest 
hiker* <•<■> Mv*r pump pedals And If that"s 
not anough the coui se I* something 
special too:- Potholes. Manhole*.. 
Cakeholes. Acaholes. Holders. 
Skunks, Sr,.rkvs, Chasms, 
OllsUcks, icapatchns, Br Idge*. Bear 
traps and much more. So climb 
aboard your Vulo Mark IV and set 
off Sis pursuit of that coveted 
Ve-lJnw Jersey and experience the agony 
and ecstasy of 
international 
cycling ns it realty 
happens. 


CBM G4/IZ8 
£9.99 C 
£14.99 D 

AMSTRAD 
19.99 C £14, 99 D 
SPECTRUM £7.99 C 
ATARI ST 
£ 19-59 








r» r The latest hit coin-op from Taifo. 

Lands ',hai produce men of ii-qend, dragon siayris, lit; in his shadow 
- 'qunrdian^vTtvtl fear his Are Spewing sword. thr he wedds as swift js 

■ lightning/ StaLi: oPthu art programming makes aUUC simulation »l the 
Arcade fervour home rrtcro. enjoy superb graphics and realistic action as 
RASTA Hf takes on ft worl d of dan gcr» magical w i i a r d s „ fir e hr earning lions, hats 
sFMkM, skfltlnn and finally the living dead. 

|a It more than you can handle? 


SPEC r RUM + 3 DISK 14.95 

12.95 Disk 

14.95 Disk 


Spectrum 7.95 Cass. 

Commodore fl . 95 C ast. 

Amstrad fi-, 95 Cass.. 


LIchikiI rroin rmioi-iir?.. r h-h] , FrttcrmmiW'i tar 
5[> i trur , Cnmrr.cdnfp !•>' amii<?i no *«• 'w« r r 
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YULETIDE REGULARS 
7 EDITORIAL 

Julian Rignatl, full of festive spirit and cake, intro- 
duces the latest addition to the ZZAP! family 

37 THE RRAP 

Santa Lloyd YO-HO-HO's his way through another 
sackful of letters 

75 ENTER THE HARLEQUIN 

The Harlequin enters a new dimension, so gel 
those trendy glasses ready, folks! 

T1S MANOEUVRES 

Ms Irving reviews BATTLES IN NORMANDY, 
OGRE and ANNALS OF ROME in glorious stereovi- 

sionl 

1 56 THE HISTORY OF THE SOFTWARE 
INDUSTRY 

Me! C roucher’s retrospective look at bow it all 
began , . . 

98 THE CHART SHOW 

What's tops - you tell us, and we tell you 

1 52 CHEAP AND CHEERFUL 

The budget comes but once a month - Steve Jar- 
ratt sings their praises 

T91 PREVIEWS 

KNIGHT GAMES II, TEST DRIVE, DEFLEKTQR, 
OUT RUN, INSIDE OUTING, SIDEWALK, GRYZOR, 
Need we say more? 


XMAS EXCELLENCE 

1 T COMBAT SCHOOL 

Superb joystick- waggling action in Ocean's sizzl- 
ing conversion 

12 DRILLER 

Incentive's incredible 3D experience 

14 TETRIS 

Simple, but amazingly addictive puzzle action 
from Mirrorsoft 

19 SUPERSTAR fCE HOCKEY 

Plenty of slicin’ and dicin ' on the ice in Daiabyte's 
latest 

28 OCTAPOLIS 

An unusual blend of space blasting and platform 
action courtesy of English Software 

34 CHUCK YEAGER S ADVANCED FLIGHT 
TRAINER 

Sizzling filled -in flight fun with Chuck's brilliant 
simulation 

1 59 COSMIC CAUSEWAY 

Fabulous 30 action in Gremlin's sequel to 
TRAILS LAZE R 

160 SKATE OR DIE 

Five radical skateboarding events in Electronic 
Arts' multi load simulation 

1 66 ALTERNATIVE WORLD GAMES 

Gremlin’s superb alternative sports package 

184 RISK 

The Edge’s graphic ally amazing shoot ’em up Siz- 


FE STIVE FEATURES 

54 A SENSIBLE GUIDE TO CONSTRUC- 
TION 

The first i nstall me nt of Jovial Jops ’ □ u i d ed tou r of 
the SHOOT 'EM UP CONSTRUCTION KIT 

59 A DAY AT THE ARCADES II 

The Feng-awaited sequel to the book of the film of 
the trip 

89 CRUCIAL COMPILATIONS 

Jul i an ta kes along, hard look at a II the I atest c o m- 
pilations 

101 COVER ART 

Steve Ja rratt talks to some of the artists behind 
inlays, adverts and posters 

1 10 MASTERS OF THE UNIVERSE 

ZZAP ! ta kes a look at G rem lin’ s I atest game - and 
the film it’s based on 

143 A MUSICAL INTERLUDE 

M usic Impresario Jon B ates ro un d & up the a va i la - 
ble music utilities for the 64, and passes judge- 
ment 


CHRISTMAS COMPETITIONS 

43 GARY LINEKER SIGNED FOOTBALLS 

15 signed footballs on offer in Gremlin’s 
SUPERSTAR SOCCER competition 

86 TV/VIDEO SYSTEM 

Domark are giving away a superb Amstrad com- 
bined TV/video system plus ten copies of STAR 
WARS on video cassette 

89 SKATEBOARD AND JAM SHORTS 

Get in on the act with Electronic Arts’ SKATE OR 
DIE competition 

108 HOVERCRAFT RACE 

Go hovercraft racing at Brands Hatch, thanks to 
Electronic Arts and PHM PEGASUS 

140 A DAY AT THE ARCADES 

Argus Press have E50 in 1 0p pieces just waiting to 
be fed into a roomful of arcade machines 

147 WEIGHT TRAINING GEAR 

£200 of weight training equipment courtesy of 
Gr eml in 's MASTERS OFTHE UNlVERSEco mpetl- 
tion 

1 52 A WEEKEND FOR THREE IN AMSTER 
DAM 

Virgin Games are Just bursting to give away three 
tickets to Holland 

1 70 HI-FI CD/ RECORD/CASSETTE, TUNER 
SYSTEM 

Win a brilliant hi-fi system in Gremlin’s fantastic 
COSMIC CAUSEWAY comp 

188 CASIO SYNTHESISER WORTH €250 

Take home a Casio SK400 synthesizer, courtesy 
Of Ocean 


'Backdogs! 1 cried thebearded Pirateashe swung 
through the window on a rope. ’On January the 
14th 19SB, ZZAP? Issue 34 goes on sale -buy it, or 
I’il slice ye gizzards out'. And after clearing up the 
glass, he left to catch the bus home* 







HOT FROM THE ARCADES, FLYING SHARK IS 
THE ULTIMATE SHOOT-EM-UP FROM TAITO. 
BOMB AND BLAST YOUR WAY INTO 
ARCADE HISTORY. 

Spectrum £7.95 Commodore & Amstrad £8.95 (£12.95 & £14.95 d) Atari ST £19.95 
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WALKING 
IN THE 
AIR 

Avery warm welcome to this years 
ZZAP! Christmas Special - which 
is positively bursting at the staples 
with news, previews, features, 
competitions and some more 3D 
sections “So dig out those special 
Specs that were given away with 
issue 31 ! 

A new arrival this month comes 
in the shape ol Dan Gilbert, who 
has jumped into the position vac- 
ated by Nik Wild, who recently left 
ZZAP] to become Assistant Editor 
ofTHE GAMES MACHINE. 

Dan originally formed half of 
Commodore User's Play to Win 
team, but has decided 'to movoon 
to better things'. Hailing from the 
sleepy village of Heathfield, East 
Sussex, he is 19 years old and 
drives a clapped out Talbot Sun- 
beam f it's cheap and it works - 
honest'). 

Hi$ impressive array of qualifi- 
cations include French. German 
and Economics, which he studied 
because he wanted to become a 
Eurotunnel Train driver ('what do 
you mean? I hate the idea of the 
Eurotunnel'). A keen computer 
gamer {surprise, surpnse), Dan 






— 


— 


enjoys playing beat 'em ups (' Fist 
is my favourite 1 ), loves the Ultima 
series {'they've got unbelievable 
depth ), and partakes in a little 
International Soccer every now 
and then (' all the others make me 
as sick as a pa-rrott, Brian'). He’s 
also a keen adventure player, and 
co-wrote a book called The 
Adventurer's Handbook (■ f served 
the adventures, and Mike Gerrard 
published the solutions') and also 
enjoys athletics, playing squash, 
basketball, and badminton [ J I used 
to be a mega-sports person, you 
know'). Other interests include 
watching films ('Alien is brilliant, 
and Airplanes I and II are tremend- 
ous'), listening to very loud music 
on his three hi-fi systems {'I 
upgrade, but keep forgetting to 
sell the old models') and occasion- 
ally partakes in some very amateur 
photography ('nudge, nudge') 
using his Canon T-BQ ('it's very 
flash, and virtually idiot proof 1 ). 

Right, that's enough for now - 1 
hope you enjoy the magazine. 
Before l go r may \ wish you 3 very 
Merry Christmas, and an equally 
Happy New Year. See you in '88 


Julian Rignall 
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Mel Croucher's 

UNDER 

THE 


BAUD-WALK 


WINTER SOLSTICE, (Republic 
of Hypothermia) 

My gnomes and fairies have just delivered a 
sackful of chimney-contents! The computing 
world seems to he under the delusion that I am 
not only the Software Messiah but also Santa 
Claus. Ah well, may as well read iheni. Dear 
Santa, please bring me a wel-me pet-me Claire 
Hirsch dolly, a copy of The Truth Humour 
magazine (only 95 pee and featuring the greatest 
living writers this side of Ludlow), another wel- 
me pet-me Claire Hirsch dolly 'cos i J ve 
decoupled the first one, a John George Jones 
Mascara Kit, eternal youth (the last one ran 
away) r a cunning Stunt, ON Frey s autograph 
ihlank cheque provided), world peace (on 
second thoughts make that a copy of Barbarian}, 
an tf-bit bar of Dairy Milk, and another 32-bil 
wet-me pet-me Oaire Hirsch dolly/ Better not 
u bl i sh who w rote that one, o r Mr H i rsch w il I be 
eading into North London with a very special 
delivery Here are a few of the mom sensible 
requests: CRT's Clement Chambers would like 
' l8M‘ . No problem Gembabe, an 
Intercontinental Ballistic Missile is targeted on 
Carpenters Road at this very moment. Code 
Master Richard Darling has requested 'The 
Encyclopaedia of Young. Free and Single 
Women of Oxfordshire, plus a packet of instant 
hangover cures'.. Well now Dick, I will be 
del ivering y o u r r eq u est on Chr istmas E ve, Just as 
you ask, namely the class fist of St Theresa's 
junior Girl's Nunnery and a letter from the VAT 
Inspector, Next, 

CRIPNESS EVE, MIDNIGHT 
MESS, ST SAMANTHAS 
CATHEDRAL 

Micronet's Chris Lunchbreaks Bourne wants 
Santa to bring him a 'a semi-automatic 20 shots 
per minute Uai water pistol'. Sorry mate, but I 
think there are quite enough little Squirts in 
computing already. Robtek's Robert ZysbJat 
would like ‘people to stop bugging me with 
stupid questions' 1 1 will never mention your 
name again Mr Zysblai, David Whittaker, 
creator of music for Gftdsr Rider and The Tube 
has sent in a wry modest request; 'a white 
Toyota Supra 3- litre automatic, with injection 
and leather seats'. Unfortunately, Anneka Rice is 
already the property of my second to last 
paragraph, but that's the best description I've 
ever heard of her. David Martin, last seen 
snuggling up to Nigel Mansell before his 
unfortunate accident, has written a very poetic 
note; what he wants in his stocking is 'deep snow 
and more trees'. Not sure about the heroin, 
David, bur 1 can assure you that most computer 
folk are indeed as thick as two short planks, 


CRISPNESS DAY: BIRTH OF 
HER ROYAL MAJESTY IN A 
LOWLY STABLE THAT USED 
TO BE CREENBELT 


Many thanks to all BAUD WALKERS for sending 
me your Si lly- Names- In-Comp uting- 
Nominations. 1 will give each one the serious 
attention St deserves. This month's Silly Names 
Award goes to Rudi Szczerba (which means 'my 
reindeer has a vile skin disease') of Polaroid UK 
Ltd, who has invited me [o use a new I -D card 
system for the security identification of all my 
employees. As Mel Croucher Ltd employed the 
grand to ta I of on e person , o r two if I wake up w ith 
a split personality, I think this is a splendid idea, 
because last full moon I could hardly recognise 
myself, what with the hairy palms, erect tail and 
slavering chops, 5 pea king of which, why is Alan 
(I used to be a werewolf but l r m alright n-oo-oo- 
ow) Sugar the model for Viz Design's 
Wereivofyes Of £ oodorr a d vert ? He' s been try i n g 
to keep his terrible misfortune a secret for years. 
Speaking of silly names, Shelagh Tuite of 
Gremlin Graphics, whose name, when 
translated from the Gaelic, means 'I have 
recently clubbed my pet canary to death' , writes 
me rny best letter of the month. This is it: Dear 
Mel, Congratulations !!’ You are the lucky 
winner of the 2nd prize in our 'Charles Bronson 
Lookalike' competition. Please find enclosed 
your prize, a Midi Hi-Fi with CD player, We 
apologise for any inconvenience caused by the 
delay in despatching ynur prize to you, I he 
’enclosed 1 prize is truly magnificent, and I 
c h rislen il w ith a short b u rst of |o h n ny Marr doing 
Marc Bolan impressions. My only regret is the 
uniformed Securicor delivery man who 
shimmered behind! my stained glass front door, 
standing without. So I gave him one. I mistook 
h i m for a Dea thwish J si reet sc u miner a nd blew 
his mind off with a Lebanese Gold limpet mine, 
then blew his head off with a. Magnum of Dom 
Pengnon, before 1 realised lhal he was not only- 
on my side, but all over my Welcome Mat, 
Gremlin's Ian Stewart has already confessed rhar 
the only reason I didn't w r in f i rst prize i s because 
i can't help smiling, and ol granite -face Bronson 
never smiles. Well you Can't Kelp smiling when 
your lips have been shot off can youf Seriously 
folks, I am deeply touched and laterally moved 
by this Aw ard , my firs t since winning the Gol den 
Gob Of The Year Award fur computer 
journalism, and I assure you that 1 will put it to 
the best use that I can think of, I must confess that 
I cannot take all the credit for my winning entry 
in Gremlin's cwnpo, My tame starving-artist-in- 
the-garret Robin 'the Pi man is our copyright no 
matter what Interceptor thinki Grenvifle-Evans 
was responsible for the airbrushed 
Mel— Bronson entry, and he deserves his fair 
sha re of t he loot . So If y o u ' re rea ding this Evans , 


you can come round and listen to Mi Marr any 
time you wish. Excepting when the 24 hours 
period has 'day ' as its ending, I'll he busy then, 

NEW EARS EVE (Planet Vulcan) 

News of Domark's latest plunge into the 
licensing depths, now that Star Wars has been 
reduced to a three page advert: with Bonny 
Langford currently unavailable, the barrel- 
bottom scrapers have secured the endorsement 
of the second most irritating woman on 
television, she of the blinding teeth and 
pneumatic buttocks Anneka Rice, whose name 
is the Norwegian for ' I have cereal crops in my 
pantyhose'. I await the arrival of Treason? Hunt 
with baited pen 

ANNIVERSARY Of 
SLAUGHTER OF THE 
INNOCENTS (King Harrods 
January Sale) 

Spea king or treasures, Simon Treasure has got a 
very sensible name, especially his middle name, 
which I have promised never to reveal, which is 
Barrington, Simon keeps popping out all over 
the place between visits to his bouffant 
barkcombcrat Headlines. No sooner does he 
cease censoring my articles tor Computer Trade 
Weekly, than he mangles my Software Gallup 
Charts, tries to get me lo say nice things about 
lack The Ripper and plies me with something 
American and tinned which purports to be 
'lager , whatever lhal is, A Treasure indeed 
probably dug up with the remains of 
Tutenkhamen.lusta sec, here's Simon's letter to 
Santa; hmm, very suspect requests here, he is 
hankering after 'Coreen Russell as my personal 
assistant because I'm really into people and love, 
plus a 1 9b 1 sal mon pink Fen de r St ratoca ster and 
a pair of gold lame underpants.' Unfortunately 
S anla is not a 1 1 owed to deliver I u a ny one w i ih the 
middle name of Barrington, As anyone who 
went lo the PCW Show will k now, the ma n wit h 
Ihe most sensible name in the Industry is Show 
organiser, Mike Blackman, who is of Ihe tropical 
persuasion. Many of us are following his 
example, I myself am looking for a deed poll on 
which to inscribe my newly appropriate name. 
Mel Prnkishrna n. Alan Sugar is to lie known as 
Alan Battery acid man,, Domark's Mark Strachan 
and Dominic Wheattey are now called Annefca 
Rice's Bra ma n for rea sons i h at I ca n't quite wur k 
out, Soft And Cuddly author |ohn George (ones 
is really Called Hugh Anchorman and Ram Jam's 
George Stone is renamed Lord Lucan fur reasons 
that Activision's lawyer will explain. Firebird 
Intergalactic Phil Pratt is changing his name to. 
urn, Phil Pratt, and by all means least, 
Commodore has appointed a new president 
named Max Toy, My lawyers have advised me 
to scrap the final joke. Pity, if was all aboul this 
guy witli the ludicrous name of Max Tov. who 
stuck four DuraccMs , . 
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ActkH'idenvatf ' 
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POSITION 

TITLE 

SOFTWARE 

HOUSE 

MACHINE 

TYPE 

PRICE 1 

1. 

ConkbdSdvool 

Ocean 

Spfidnj^n 

7 95 M 

1 

Thunder^; 

Hite 

Spectrum 

~ 79^ I 

3. 

California Games 

US.Gok 

CM 

POD 11 

4. 

6 Pad II 

Elite 

Swclrum 


i 

World Class Lraferboard 

OS.GcIc 

Spectrum 

099 

6, 

Indiana Jones 

Ui.Gatd 

Spectrum 

B99 I 

7. 

Eene^ade 

Imaqine 

Spectrum 

795 1 

S. 

World Gass Lead&rtaorrf 

U.S.Gold 

CM 

999 1 

9. 

Mil 

Elite 

C64 

I" 995 i 

10. 

liidianaioflcs 

UlGold 

cm 

m 

11 

Gurahip 

Mkraorose 

Scedrum 

9 95 | 

12. 

Reneqade 

Imagine 

C64 

195 

11 

Nabob 

Hewson 

Spectrum 


14, 

StarWars 

Dcmo'lt 

Spectrum 

995 

15, 

Tbundercoh 

Elbe 

CM 

9 95 I ij 

16. 

Match Dayll 

Ocean 

Spectrum 

7.95 

17, 

SlarWars 

Donwrt 

CM 

9 95 ( 

is, 

Airboume Ranaer 

Mkoorese 

C64 

14.95 I 

19. 

Computer Hits 4 

Bawdy 

Spectmm 

9.95 K 

20. 

Tfamderrats 

Hite 

Amslrad 

3.95 

A 

Live Ammo 

Ocean 

Spectrum 

9.95 

n. 

Action Force 

Virgin 

Spectrum 

9.95 

23, 

72CT 

as. Gold 

Spectrum 

9.99 I 

24, 

bubble Bobble 

Firebird 

Spectrum 

7,95 

25. 

loqoyBoy 

Elite 

CM 

995 

24. 

Computer Hits 4 

&eCu,c!.y 

C64 

9.95 fl 

27. 

foZflg 

Mirrwsaft 

C64 

m I: 

21 

Bubble Bobble 

Firebird 

CM 

S.95 

29. 

Ace II 

Cascade 

Spectrum 

S.95 

30, 

Action Force 

Virgin 

CM 

9.95 V 
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Planet 3 


Planet 2 


Commodore 64 screenshots Planet 1 


Am you ready to cha I le nge t h e 


Here you must destroy the n> 


With both Mega Blaster and 


The final planet is full of myst*- 


robots? 


bots warnmg-system H the slave- 
leaders and this dreadful I robot. 


repeat-fire active, you can blast 
your way through to planet 3. 


rious robots, and a giant army of 
special space lorce troopers, 
Seat the final robot and win! 


Commodore 64/128 
Cassette £9.95 
Disc £14.95 
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SCHOOL 


Ocean, £8.95 case, £12.95 disk, joystick or keys 
•A superb con version of Konami’s btj storing arcade game 


T he long- awaited conversion 
of Konami'a Combat School 
has finally arrived, giving 
everybody a chance to have a drill 
instructor all of their own. 

There are seven 'events', start- 
ing with the assault course, Th-e 
player waggles ihe joystick as fast 
as possible to make his marine 
run, .and pressing fire jumps over 
oncoming obstacles. 

Next is the first firing range. 
Thirty five pop-up targets are hit 
within a set time limit to qualify, 
using the moving machine gun 
sight, 

After that is the iron man race, in 
w h ich th e play er waggles the j oys- 
tick up and down to am, swim or 
canoe over treacherous terrain, 
Obstacles are dodged by moving 
left or right, or jumping over them. 
Following this is the second 
firing range. A hand -held machine 
gun is used to destroy fifty robot 
tanks as they appear at the top of 
the screen. 

An arm- wrestle with the instruct 
tor comes next, and is a test of 
left-right waggling. Simply, the 
faster waggler wins. 

The player tackles the third firing 
range next, A mixture of normal 
and prohibited targets pop up. 
Should the wrong ones be hit, the 
gunsighi freezes until the current 
batch of targets have disap- 
peared. 

The final event, a hand to hand 

► Combat Sc boors first discipline 

is- the assault course 


fight with the instructor* is loaded 
separately. For successful gradu- 
ation, the instructor is beaten 
within a set time limit. 

Should the player manage to 
graduate, he is asked to partake in 
a secret mission in which he must 
use ail of the skills learned in 
school to rescue a hostage from 
the American embassy. 

Failure to meet the qualifying 
requirements In any event except 
the arm wrestling ends the game. 


However, if the player only fails by 
a small amount, he may still qualify 
by performing a fixed number of 
chin-ups within thirty seconds by 
waggling teft to right on the joys- 
tick. 


^ on si during the problems posed by the tack of a trackball, 
Oceari have coped magnificently in converting Combat 
School, losing none of the original’s feel! In addition to the 
excellent graphic detail, there* s also a short but brilliant Martin 
Galway tune on the title screen - and as you might expect, he 
wants to be your drlli instructor] The only criticism I have is that 
in the target shooting scenes, the joystick control feels very 
awkward, and the timing of shots is a bit strange compared 
with the arcade. If you like your games a little on the physical 
side, go out and get Combat School. 


C ombat School Is brilliant - 
definitely one of the best 
arcade conversions around. It 
combines a wide variety of 
gaming skills over seven milit- 
ary 'events’ and one combat 
mission. Even the most 
straightforward waggling 
screens are made difficult, 
with obstacles to avoid or 
Jump over* The three shooting 
events require a mixture of 
speedy reflexes, good hand- 
to-eye co-ordination and pre- 
cision, and the fight gives the 
player a chance to test his beat 
’em up prowess. The final mis- 
sion is similar to Kung-Fu 
Master, but it's very hard, and 
the Instructions ere deliber- 
ately vague about how it 
should be tackled* The mul- 
tiload system isn’t too painful, 
although it is annoying when 
you last about three seconds 
on the final mission and have 
to start ail over again! Adding 
even more value for money Is a 
free Gryzor demo! Combat 
School is definitely recom- 
mended, but make sure you've 

E ot a couple of new joysticks 
i reserve! 


PRESENTATION 84% 

One or two player options, and 
free Gryzor demo on the ' B 1 side. 

GRAPHICS 88% 

Nicely animated sprites, but a Jit- 
tie crude at times, 

SOUND 91% 

Brilliant : title tune, and good 
music end effects throughout. 

HOOKA EriLITY 90% 

Easy to pick up and play, bu: 
challenging nevertheless. 

LASTABILITY 81% 

Even when the final mission Is 
solved . the action remains appe- 
aling, 

OVERALL 91% 

A very faithful conversion that 
offers excepii&n&l playability. 
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Incentive, £14.96 cass, £17.95 disk, joystick 


•An incredible alien experience In Incentive's 
much-heralded 3D spectacular 


itral is -a distant moon, 
once mined by exiled 
criminals. Trie mining 
has caused a build-up of gas 
beneath the moon's surface, 
which must be drawn off to pre- 
vent Mitral exploding, 

The player explores the 
deserted moon in an excavation 
probe, finding gas pockets and 
placing drilling rigs in each of its 1 8 


sectors. The action is displayed in 
filled 3 D, using a first person per- 
spective to ” view the entire 
panorama. 

Mitral's topography is seen 
through a large window, with the 
probe’s controls beneath. The 
vehicle has controllable speed and 
turn angle (effectively altering the 
step size between frame updates), 
and the probe's main body can 
also be tilled left or right, elevated 


or lowered to gain more visual 
information. 

Mitral comprises large open 
squares surrounded by walls, 
blocks, buildings, steps, trenches 
and acid rivers. Laser beacons are 
also encountered and fire 
whenever approached. The 
probe’s defensive shield provides 
some protection, but is entirely 
diminished by repeated hits. To 
survive, the probe either retreats 
out of range, moves behind the 
beacon, or fires upon it with its 
own targetable lasers. Some 
beacons can also be neutralised 
by severing their power supplies. 

For more mobile exploration,, 
the probe docks with a reconnais- 
sance jet when its hangar is found. 
As with other features, such as the 
teleporters, entry to the building is 
reliant uoon sol vino a ouzzle else- 


T he only program ever to 
get close to simulating an 
entire 30 world was the vector 
graphic wonder. Mercenary. 
Now Dnller has appeared, and 
takes the concept one stage 
further with filled-in graphics. 
The screen update looks 
remarkably slow, but when 
you're playing it feels quite 
fast, and doesn’t at alt impede 
progress. The graphics are 
truly outstanding, and gener- 
ate a thoroughly convincing 
and realistic world. The player 
is given complete freedom to 
explore, and It's quite difficult 
to actual Ey appreciate hew far 
the program can be taken. 
There are tiny nooks and cran- 
nies to squeeze through, and 
switches and secret passages 
are often found in the most 
unli kely of places, The puzzles 
are extremely well thought 
out, and are of the type you 
suddenly realise how to solve 
just when you're going to bedt 
The 15 minute long soundtrack 
suits the action perfectly, and 
really adds to the atmosphere. 
Driller is a superb piece of 
software, and adds a whole 
new dimension to computer 
gaming. An absolute must. 


► Another of DflAar's mysteries 


A fter seeing other versions 
of Dnller at the PCW 
show, I had my doubts about 
the forthcoming 64 version. It 
finally arrived and I saw it 
move. My doubts grew. Then I 
played it „ . * and it’s abso- 
lutely captivating. I haven’t 
had my imagination dragged 
Into a game so much since 
playing Mercenary - and that's 
saying something. The atmos- 
phere created by the graphics 
and, in my opinion, the best 
soundtrack to appear this year 
is phenomenal. 0K f Driller isn't 
the fastest game In the world, 
but this is only a minor hand- 
icap since the game play isn't 
dependent on moving quickly 
anyway. The game is polished, 
as user-friendly as possible,, 
and incredibly Interesting to 
play, with a myriad of perplex- 
ing puzzles and mysteries to 
unfold. Go out and get Driller, 
and don't forget to buy a 
couple of gallons of Midnight 
oil, because you'll be burning 
plenty of it! 


► Whi ch way next? 
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must admit that i had reser- 
vations when 4 first saw Dril- 
ler demonstrated, as it seamed 
to be very much in the Merce- 
nary mould, except much 
slower. How wrong could I be? 
The game is far more involving 
(yes. incredible but true), and 
has s large number of three 
dimensional problems to 
solve. These aren't usually just 
a case of finding the right 
doorway to walk through, but 
often involve examination of a 
whole area, an analysis of its 
active sections, and possibly 
some strategic layering. The 
atmosphere is incredible, and 
is helped in no small way by 
the absolutely stunning 
soundtrack - without doubt 
one of the best ever. The game 
also features excellent In- 
game presentation, with such 
innovations as options to 
change the number of degrees 
the ship turns through each 
move, and a graphics update 
meter, so you know the screen 
is still being refreshed, even 
when it has to slow down for 
detailed scenes. You can*t 
help feeling that Incentive 
have covered every detail . . . 


► Thft Interior of on energy storage hut 


where jo the sector. The jet is acti- 
vated simply by docking the probe 
with its underside. 

In the jet, the player is treated lo 
an improved viewpoint and 
increased manoeuvrability; the jet 
goes up and down and flies above 
all but the tallest of Mitral's con- 
structions. The craft can land at 
will, and hover, The jet's onboard 
lasers afford it some protection, 
the its limited shield strength 
makes it vulnerable to attack. 

When a potential gas pocket is 
located, a drilling rig is teleported 
down to Mitral's ' surface and 
positioned. Once the rig has pen- 
etrated the gas pocket, a read-out 
indicates how much of the gas has 
been released. A resutt of 50% or 
more means that the sector is safe. 
Points are awarded for successful 
gas extractions, and you can call 
up information on the total amount 
of gas tapped and sectors sec- 
ured.. 

To increase the pressure, Mitral 
is hi the path of an approaching 
meteor, which threatens to collide 
with the volatile gas-filled moon r 
causing it to explode violently. The 
player has just four real time hours 


A Who know$ the secret gf that tower? 


to complete his mlssFon. 

A 32-page booklet explaining 
Driller arid Freeseape, plus a con- 
trol summary card are provided in 
the packaging, and a cardboard 


Approaching one of Driller** 
marry building & 


model of Mitral Is 
mapping purposes. 


included for 


PRESENTATION 9B% 

Good documentation, excellent 
packaging, a user- fr iend Iv con- 
trol system, plus the thankful 
addition of a game save option 

GRAPHICS 97% 

3D rilled graphics, which are 
blocky, fairly rapid, but utterly 
convincing. 

SOUND 92% 

A (minting i b minute sound- 
track helps to boost an already 
enthralling atmosphere 

H DURABILITY 89% 

Init 'ai urge is one of exploration - 
and the lure Is Strong. 

LAST ABILITY 93% 

The 1 fi sectors are filled wilh log- 
ical but taxing puzzles, and 
should provide an enormous and 
entertaining cm -going, challenge 

OVERALL 96% 

A unique 3D experience to be 
savoured ai length , 











Any computer 
‘simulation* 
relies cm whether 
the graphics con- 
vey a sensation of 
actually participating in the 
event or experience. Bobsleigh 
never really gets over this hur- 
dle, and since this represents 
its main objective, the superb 
options and management 
screens are therefore super- 
fluous, The screen update is 
slow, and sometimes the vec- 
tor movement becomes syn- 
chronised, so that the sled 
appears to be stationary or 
even moving backwards! 
There is some limited enjoy- 
ment to be gleaned from 
Bobsleigh, but it has stiff com- 
petition in the sports simula- 
tion range , * , 


I magine traveling at BO mph, 
four inches above a sheet of ice 
- that’s the sport of bobsleigh. 
The action starts with a man- 


The first thing 
that strikes you 
are the naff 
graphics. The 
annoying thing is 
that the rest of the game is 
superb, with a huge array of 
options and an enjoyable man- 
agement side “ but as the 
action depends upon the rac- 
ing scenes, it falls well below 
its potential. The sound is 
nothing special either. Given 
the potential that lies in such 
an exciting sport, this has got 
to be regarded as a missed 
opportunity. 


agement screen, which allows the 
team to be trained, a new bob 
purchased, new runners fitted, the 
racing venue changed, the current 
track examined, or a new season 
started. This screen also enables 
the player to keep track of his 
finances, which are boosted by 
sponsorship and depleted by 
accidents and the continual 


► An serial view of the 

8ob$!wgh course showing 
what you're up against 


BOBSLEIGH 

Digitaf Integration, £9.95 cass, £14.95 disk, 
joystick or keys 


maintenance of the team and bob. 
Should the player go bankrupt , the 
game is over. 

The course is viewed in 3D from 
a participant's viewpoint. At the 
start the joystick is waggled to 
push the bob, and fire pressed to 
jump in. The sled is steered left and 
right and avoids contact with the 
track walls to maximise speed. 

At the finish,, the driver's start is 
rated, and the total time and cost 
of repairs are displayed, 


PRESENTATION 88% 

Many options, and a very shch 
menu system. 

GRAPHICS 46% 

Terrible 3D that fails to create 
any feeling of speed. 

SOUND 48% 

Paltry sound, with some grotty 
Mozart and minimal racing 
effects. 

HOOKA 81 L(TY 53% 

Not very tempting, Since racing 
is difficult to succeed at, and 
management can be baffling. 
LAST ABILITY 46% 

It's very hard to progress, and 
ihe difficult gameplay is ulti- 
mately off putting. 

OVERALL 58% 

A missed opportunity for a spec- 
tacular sports simulation. 







I was a great fan 
of Track and field 
when it hit the 
arcdtSes a few 
years ago, and 
this extremely accurate con- 
version gave me plenty to 
reminisce about. The game-p- 
lay, like all wag g tens, is highly 
enjoyable and provides a lot of 
fun. The big problem is the £9 
price tag - rfs much too high 
for an old game like this, espe- 
cially as the far super! or 
Decathlon Is available for £7 
less. 


T he classic Konami arcade 
game, Track and Field ', at 
last arrives on the Commo- 
dore. There are six events: 1 00m 
sprint, long jump, javelin. 110m 
hurdles, hammer throw and high 
jump. 

The first event requires' the 
player to waggle the joystick from 
left to right. The faster the stick is 
waggled, the better the runner's 
pe rformance. Both the long jump 
and javelin require similar tactics, 
but fire is pressed at the ‘scratch’ 
line to jump or release the javelin. 


It may be a little 
too easy to criti- 
cise Konami for 
this One, but 
they Vs certainly 
missed the boat with theii 
'official 1 version of Tr«< 

Field. It must be admirtt^ 
the game is enjoyable,, but m 
be honest I'd much sooner 
spend money on Firebird's 
Decathlon or Americana's Go 
For The Gold, which both offer 
more events and variety for 
over five pounds less. 


The hammer throwing goes wrong as Cam oversteps the mark 


TRACK AND FIELD 

Konami, £8.95 cass, £14.95 disk, joystick only. 


The longer the button is depre- 
ssed, the higher the jump or throw.. 
The hurdles is another waggler, 
with fire used to jump. The ham- 
mer is a test of timing, where the 
thrower spins and is stopped to 
send the hammer flying up the 
field. Finally, the high jump tests 
precision, and the player uses fire 
to guide the athlete safely over the 
jump. 


PRESENTATION 88% 

One to f ou r player opt i ons, p rac- 
tice mode ana levei select 

GRAPHICS 55% 

Fairly close to the arcade origi- 
nal, but comparatively poor by 
today's standards, 

SOUND 62% 

Again close to the original, with 
. some reasonable jingles, 

H00KABILITY 79% 

Still very addictive and playable, 
especially when two players par- 
ticipate, 

lASTABIUTY 76% 

j Although repetitive, it's the sort 
' of game that always provides a 
laugh when played 

OVERALL 61% 

I Playable, but far. far too expert - 
| sive for what's on offer. 
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Late one evening... 



...even later 




...success 



Spectrum, Commodore, Amstrad 
From good software shops everywhere 


Mirrorsoft Limited 

Athene House. 66/73 Shoe Lane, London EC4P 4AB 
Telephone: 01 377 4645 Fax: 01-353 0565 
Telex: 931 21 001 12 TOG 
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SUPERSTAR ICE HOCKEY 

Databyte, £14.95 disk, joystick only 


PLRVER RECRUITMENT FROM 
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CftKLL L 


PRESENTATION 87% 

Impressive options, dear 
instructions and easy-to-use 
menus. The continual disk 
access is necessary, but frus- 
trating, 

GRAPHICS 62% 

Small, bui neatly animated 
players add to the convincing 
look, 

SOUND 28% 

Simple spot effects during 
matches, 

HOOKABIUTY 83% 

Once you've mastered the 
technique of player Control, 
matches soon become highly 
competitive. 

INSTABILITY 79% 

Each match is entertaining, and 
the ever-present challenge ol 
winning the cup provides a con- 
tinual urge to play. 

OVERALL 85% 

An extensive and enjoyable 
simulation, managing to emulate 
an unusual sport with style. 
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A s an alternative to 

mainstream sports simula- 
tions. Databyte have 
created a computer version of ice 
hockey. 

Extensive playing options 
include single or two player prac- 


At first glance. Ice 
Hockey doesn't 
look particularly 
impressive, with 
poorly drawn 
sprites skating around a stark 
backdrop. However, appear- 
ances can bo deceptive - and 
this is Hie case here. The 
game play is absolutely 
superb, and fully captures the 
frenetic qualities of an ice hoc- 
key match. Controlling one 
player all the time really gets 
you into the team spirit, espe- 
cially as the computer players 
are prepared to pass the puck 
around and set up moves. 
Hacking and slicing other 
players furthers the enjoy- 
ment, although too much vio- 
lence can end up with your 
player sitting 3n the "sin bin 1 for 
30 seconds to cool off. As well 
as the fun side , there 9 $ also the 
managerial aspect, which 
adds depth and makes the 
simulation that much more 
rewarding. Definitely recom- 
mended to sports fans. 


ties sessions, and league matches 
where the player attempts to guide 
his team through four divisions. 


Ice hockey is cer- 
tainly one of the 
more unusual 
sports to simu- 
late, but Data byte 
have done a polished and very 
entertaining job nonetheless. 
The range of options is com- 
mendable, and the game itself 
is well presented, with neat 
characters and convincing 
gamepLiy, it's unusual in that 
rather than attempting to 
switch control tram one 
character to the other, the 
player controls just one 
character, with the remaining 
team members having some 
semblance of ‘intelligence 1 . 
The attempted realism is also 
quite noteworthy - as the 
game progresses, the players 
become tired and don't move 
as fast! Suffice to say. 
Superstar Ice Hockey is one of 
the host team sports simula- 
tions to appear since internat- 
ional Soccer. 


ultimately entering the f i nals for the 
league trophy. 

League pfay revolves around 
competition matches. On starting 
a game, further options are 
selected to alter the team's strip 
and the length of a match, and also 
to nominate computer or human 
control of the goalie, coach and 
centre - the main player. 

The horizontally scrolling 
playfield is viewed In forced per- 
spective from the side. Play fol- 
lows normal ice hockey rules, and 
includes offsides and penalties. If 


► Ve>v can almost hear the awlsh of metal on Ice and the clu nk of 

stick against head 


finishing high in the division, and 
progress as far as possible in the 
play-offs, to hopefully finish in the 
final, 


the player commits a foul upon a 
member of the opposition, he 
spends 3D seconds in the sin bin, 
Outside the rink, the player may 
also act as coach and manager, 
using the joystick-controlled 
menus to take time-outs, select 
offensive or defensive team tac- 
tics, and substitute players when 
they become exhausted. Between 
matches, he trains the team, 
recruits new players, and trades 
existing ones with other teams. 
The ultimate target, over nine 
seasons of competition, is to qual- 
ify for the cup competition by 

► i Tea Hockey has plenty of 

depth and convincing 
ga meplay, both on and off the 
rink 


Initially, I was 
concerned by the 
daunting manual 
that accom- 
panies this game 
- by building an accurate 
replica of the hockey world, 
Databyte have had to explain 
all the options available in con- 
siderable depth. They've 
coped extremely well, and with 
a menu-driven management 
system, have made the game 
surprisingly epsy to play. The 
action is engrossing at all 
levels, and the managing/ 
coaching aspect has been 
thoughtfully designed, so that 
it doesn't complicate or dullen 
the overall feel - In fact, it actu- 
ally enhances it. I can recom- 
mend Superstar Ice Hockey as 
one of the few good sports 
simulations around. 







JACK THE NIPPER II 
- IN COCONUT 
CAPERS 

Gremlin Graphics, £9.99 cass, £14.99 disk, 
joystick or keys 


iJ • ollowing his previous 

r activities. Jack the Nipper, 
Britain's most notorious 
under-five, has been ordered out 
of Britain, and put onboard a 
'plane bound for Australia. Jack 
had other plans, however, and 
made a daring escape from his 
deportees, parachuting into to the 
relative safety of the African jungle. 

F ree once agai n to wreak h avoc , 
Jack explores the depths of this 
tropical landscape, aiming to be as 
naughty as possible. 

The single player takes control 
of the hyperactive kiddy, and 
directs him from screen to screen, 
collecting objects along the way. 
Progress i s h am pered by the natu- 
ral hazards of the jungle such as 
boulders and swamps which are 
jumped over, trees that require 
climbing and chasms and pits 
which are swung across, using 
hanging vines. 

Jack has two pockets in his 



Just when you 
thought It was 
safe to go back to 
your computer, 
Gremlin have 
again unleashed the greatest 
threat to civilized society, the 
only child to make the 3 AS 
look like a teddy bears' tea 
party, yep Jack is a Hive and 
well and causing complete 
havoc In the jungle. Graphi- 
cally the game isn’t much cop, 
small blobby sprites trundle 
around a fairly decent back- 
ground; sound Is little better 
with a harmless tune on the 
intro screen and some nice 
jingles throughout the game. 
Despite the means, though, I 
found myself Instantly drawn 
into the game, some of the 
puzzles are really devious and 
ft will take many plays to solve. 


► More tropical naught ines s 

with Br itain's badda$l nipper 

nappy, one holds weapons and 
the other, naughty objects. 
Weapons allow Jack to defend 
himself from the indigenous 
wildlife and natives of the jungle, 
Weapons include blowpipes, 
dynamite, and coconuts - all of 
which are exhaust ible. 

Naughty objects are collected 
for use in Jack’s nefarious 
activities on later screens. T aking 
the correct item to the corres- 
ponding location is rewarded by 
naughtiness points, as displayed 
on the naughty ometer. These 
objects include honey, grease, 
woodworms, logs and even on 
onion. Only one item may be car- 
ried at a time, though, so Jack's 
route through the jungle is some- 
what convoluted. 

Whenever a naughty object is 
obtained, a musical jingle signals 
its collection and also offers a clue 
to its identity; ’Summer Nights’ is 
played whenever the tin of grease 



It’s quite obvious 
that the Future 
Knight designers 
are the brains 
behind the latest 
Nipper adventure - they look 
and play very similarly indeed. 
However, the authors have 
taken the best points of their 
previous effort and added 
some new tweaks in the 


game pi ay to c ome up with an 
entertaining, if rather tricky 
arcade adventure. The graphi- 
cal style is neat + with lovely use 
of colour, and excellent sprite 
anc* background detail. The 
instructions are very vague, 
but the puzzles have been 
nicely thought out, and if you 
still have problems, there’s 
always the clue sheet to send 
off for, ff you're into arcade 
adventures, Nipper II should 
prove worthwhile. 



MASK 

Gremlin Graphics, £9*99 cassette, 
£14*99 disk, joystick only. 


H aving travelled the toy world 
and comic strip, MASK joins 
the growing number of con- 
versions in the software market, 
courtesy of Gremlin Graphics. 

Q l - Ignoring any con- 
flections with 
toys or TV shows, 
MASK as a game 
provides quite a 
decent: challenge, and is sur- 
prisingly entertaining. Admit- 
tedly, the game's theme is 
, fairly simple, but it still man- 
aged to keep me enthralled for 
some time. The mixture of 
blasting, exploring and col- 
lecting puzzle pieces is cap- 
tivating, and the game play la 
varied enough to actually jus- 
tify its pursuance - something 
that can hardly be said of many 
of the recent be-ins, Control of 
Matt's car is quite convincing 
as It careers around the 
screen, although this can 
make parts of the landscape a 
littfe difficult to negotiate. 
Otherwise, die whole game 
feels fairly polished and can be 
considered a moderately 
worthy purchase. 
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In this specially designed 
scenario, the MASK headquarters 
at Boulder Hill has been 
ambushed by the evil forces of 
VENOM. All but one of MASK'S 
agents have been thrown into a 
time vortex, sending them to other 


areas of time and space. The 
player takes the role of Matt Trak- 
ker, the surviving MASK agent, in 
his quest to rescue all seven of his 
comrades from the four different 
time/space zones. 

Matt undertakes the mission in 
his Thunder Hawk vehicle, a gull - 
winged car which flies over small 
obstacles and fires bullets. This is 
displayed on a multi-drreofionally 


scrolling screen wh ich also shows 
the assorted beings who continu- 
ally attempt to harm the 
chronologically displaced MASK 
agents. These range from 
dinosaurs and giant turtles in the 
prehistoric zone to UFOs in the tar 
future. 

To complete a level. Matt finds 
the stranded agents and their 
MASKS - the source of their pow- 










is picked up! 

The ultimate destination of the 
item is not revealed directly but is 
determined through play and is 
linked with the eventual recipient. 

Cat-like, Jack begins the game 
with nine Jives which may be lost 
the jungle’s inhabitants, or by fai- 
ling a long distance. His antics 
continue until all his lives are gone 



Although not 
entirely my gup of 
tea T there is 
something terri- 
bly addictive 
about Jack the Nipper II. 
Unlike Gremlin's Monty Mole 
games, Jack The Nipper Is a 
Jot more polished and the 
whole hangs together better. 
The control Is quite precise 
and definite, Jack goes more 
or less where you tell him to, 
which is good since than you 
only have yourself to blame 
when you mess up. The smart 
graphics provide a decent 
atmosphere and the puzzles 
are logical and challenging, 
rather than obscure and 
difficult. The game's humouris 
suitably infantile but enjoyable 
nonetheless, and this platform 
adventure should keep most 
people happy for some weeks. 


or until Jack has achieved 
maximum naughtiness to com- 
plete the game. 


PRESENTATION 57% 

The usual array of options but 
instructions are a mite lacking. 

GRAPHICS 66% 

The small sprites are neatly 
drawn and coloured, and well 
animated against atmospheric 
backdrops. 

SOUND 55% 

After the irritating mam title 
theme from 'Hateri', the jungle 
drum soundtrack provides a 
suitable ambience and the jingle 
clues are humorous and effec- 
tive. 

HOOKABILITY 78% 

The comfortable control and 
straightforward objective make 
if dead easy to pick up and play. 

LASTABurry 73 % 

Loads of screens lo explore and 
map and the game provides a 
strong enough lure to do so. 

OVERALL 72% 

Fans of Jack The Nipper, map- 
pers and explorers alike should 
enjoy Jack's latest tropical anti- 
cs. 


ers, In order to do this, he follows 
a specific pattern for each agent: 
first, locate a scanner and the four 
pieces of security key necessary 
to operate ft, and second: use (he 
working scanner to lead him to the 
otherwise hidden agent who can 
then be picked up. The agent’s 



V ■ ' J Gremlin have 

J' decided to jump 

on the tie-in 
bandwagon, but 
thankfully, MASK 
isn't too bad a game. It’s play- 
able, and as it's quite herd to 
die, you can enjoy yourself 
zooming round the levels, 
blasting and collecting. The 
graphics aren't outstanding, 
but there are no serious flaws, 
and the sound is inoffensive. 
The annoyance wHh MASK, 
and so many of the toy conver- 
sions recently, is that there has 
been little effort to make the 
game anything but average. 
This is the over-familiar eight- 
way scrolling format, with 
nothing original to commend 
it. The game's producers are 
relying on the appeal of the 
toys and/or comics to ensure 
large sales amongst the 
younger market. A long time 
ago, Zoids proved that toy tie- 
ins can be original and enter- 
taining, but ft seems that 
nobody remembers that now. 


MASK container is now collected, 
allowing Man to drive back to the 
time vortex for transportation to 
the next time zone, which is loaded 
separately. 

Once Matt has reformed the 
entire MASK team, he leads an 
attack on the VENOM base, the 
destruction of which finally ena- 
bles the MASK agents to return 
home. 


PRESENTATION 64% 

The overly brief instructions 
includes a shod MASK cartoon, 
strip. Informative screen display 
during play. 

GRAPHICS 66% 

Mediocre sprites, but fairly 
impressive scrolling and scen- 
ery. 

SOUND 56% 

Poor spot effects and reasona- 
ble tune. 

HOOKABILITY 69% 

The 1 irsf I evel i s easily com pf sta- 
ble, which provides a strong 
enough lure to attempt the 
others. 

INSTABILITY 63% 

If you can stick with the gamep- 
I ay , t h e re a re fou r tricky I evel s to 
overcome. 

OVERALL 63% 

An average Icy conversion, with 
just enough g^mcpiay to make it 
worthwhile. 


THUNDERCHOPPER 

Action Soft, £14.99 disk, joystick or keys 


T he latest helicopter simula- 
tion to hit the 64 is Thunder- 
chopper , based around the 
Hughes 530 MG Defender, 

There are f i ve missions to tackle, 
which involve the destruction of 
enemy forces, the rescue of 
stranded pilots and the escort of 
troops. The would-be pilot starts 
from a home base, and returns at 
any time to refuel and re-arm. 


ny t 
Thi 


ie helicopter's status Is dis- 
played on the control panel, with 
indicators showing altitude, rate of 
climb, horizontal speed, and fuel 
rem ain ing. During fiig ht, the pilot ' s 
destination is given as a three digit 
heading, which is tracked by an 
Automatic Direction Finder [ADF), 
When a mission ends., the player 
is given a rating in accordance to 
how much ammunition has been 
used in destroying targets, how 
quickly men were rescued, and 
how much damage the helicopter 
sustained in the process. 



This is an impres- 
sive first release 
from first-timers 
Action Soft fin 
this country at 
least}. The action is smooth 
and realistic, especially when 
using a Cl 28 - the program 
uses the ISO’s fast chip to 
good effect, end the five 
minute 64 demo only takes 
three minutes in 128 mode! 
The graphics are very effective 
and compare favourably to the 
likes of Gunsbip, Unfortu- 
nately, there are only five mis- 
sions which, once completed, 
might not provide any further 
interest. Still* Thunderchopper 
Is a good combat game and a 
convincing flight simulator 
nonetheless. 


► A plan view of your flying 
steed - the Thunderchopper 



First impressions 
are favourable, 
with extremely 
fast and effective 
fjlled-in 3D 

graphics giving a convincing 
feeling of flight. The action is 
very absorbing, but I never felt 
any feeling of urgency or 
excitement during play - 
something which is very evi- 
dent in Gunship. The five mis- 
sions are quite diverse, and 
those who enjoy a precise and 
involved simulation should 
findi Thunderchopper very 
entertaining. Personally I’d go 
for Gunship or Chuck Yeager's 
AFT - they both offer far more 
depth and excitement. 


NB: DISK VERSION 

ONLY. 

A CASSETTE VERSION HAS 
BEEN ANNOUNCED AND 
WILL BE RATED SEPARATELY 
WHEN RELEASED. 


PRESENTATION 88% 

Superb packaging and many 
useful options, 

GRAPHICS 82% 

Fast, solid, 3D graphics, only let 
down by the poor detail on indi- 
vidual objects. 

SOUND 55% 

The constant whine of the on gine 
and some simple spot effects. 

HOOKABILITY 80% 

Surprisingly easy to get into. 

LAST ABILITY 82% 

Five different missions, each 
wilh three difficulty levels pro- 
vide a substantial challenge. 

OVERALL 83% 

A polished, technically impres- 
sive flight simulator . Perhaps not 
as ostentatious as others, but 
just as effective. 
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WESTERN GAMES 

Ariolasoft, £9.99 cass, £12,99 disk, joystick or keys 


PRESENTATION 75% 

Generally adequate, but marred 
by the apparent lack of a quit 
option. 

GRAPHICS 88% 

Superb cartoon quality graphics, 
tftfcth plenty of subliminal amma - 
non to enhance the o^ erall effect 

SOUND 67% 

Some decent spot effects ana 
suitably Western music. 

HOOKABILITY 53% 

Overly complex control methods 
must first be familiarised betore 
any progress is made 

INSTABILITY 61% 

The six events should present a 
decent, albeit frustrating, chal- 
lenge, 

OVERALL 68% 

An unusual and sometimes over* 
complicated multi -event game 
with Urniled appeal. 


I guess that prog- 
rammers are 
starting to run out 
of ideas for sport 
simulations, 
since the competitive aspect 
of Western Games is tenuous 
to say the least- The events ere 
wonderfully presented! with 
some brilliant graphics and 
animation, but unfortunately 
the game play Is lacking due to 
the rather odd control sys- 
tems. The complex series of 
commands needed to initiate 
the simplest of operations 
tends to be offputting, and 
often lacks positive results. 
This shouldn’t really present a 
hurdle for most games 
players, but If you're easily 
inclined to frustration, steer 
clear. 


Finally, the player sits down to 
eat, with the aim of finishing a bowl 
of stew before his opponent, Every 
step of the process is controlled, 
including handling the spoon, eat- 
ing and swallowing, 


H owdy Fardners! Gettin 1 tired 
of all them athletic sports 
simulations? Then try 
Ariolasoft 's new multi-event simu- 
lation of old wild Western pas- 
times. 

Having selected a one or two 
player game, the first event to be 
attempted is arm wrestling, where 
the player sits opposite his adver- 
sary. hand-in-hand. Arm strength 
is built up by pulling back on the 
joystick in time to a rhythmically 
pulsing 'muscle meter'. The win- 
ner is the person who forces the 
Other’s hand down onto the table, 
in a best-of-five contest. 

The next event is beer-shooting, 
where both contestants stand side 
by side and, on the signal, draw 
their pistols to fire at beer glasses. 
The faster shot scores a point, and 
the glasses are changed to a smal- 


I can't help feel- 
ing that too much 
time was spent 
making this game 
'cutesy 1 , and not 
enough on refining the gamep- 
lay. Some of the events, such 
as cow- ml Iking, ere ludicr- 
ously pedantic and require an 
exact rhythm to be maintained 
for several minutes - which 
just isn't fun. The feeling is not 
one of controlling your charac- 
ter, but simply following a pre- 
defined game pattern. In other 
areas, the game is simply aver- 
age, with adequate sound and 
a few frames of animation in 
each scene, 1 think the reason 
you don't see many games 
based around this kind of 
action is because It’s difficult 
to make anything like this 
entertaining - and program- 
mers Magic Bytes haven't 
managed either. 


After seeing the 
colourful and 
nicety detailed 
graphics, * 

thought that it 
was time for another multi- 
event treat Unfortunately my 
enthusiasm was short lived. 
Although Western Games 
boasts so me unusual and orig- 
inal ideas, the over-complex 
control methods used make 
the game a chore to play, 
rather than fun. A challenging 
game is one thing, but when 
you're spending the whole 
time trying to move the joys- 
tick and press the fire button 
in a sequence that bears no 
resemblance to the on-screen 
action, it gets a lithe tiresome 
and frustrating, if you're pre- 
pared to practice i f should 
think Western Games could 
provide fun - but 1 wouldn't put 
it top of my shopping list. 


ter variety. It ore player manages 
to hit five targets In succession, he 
wins, Should the other interrupt his 
run, they both start from scratch. 

The third 'event' is dancing - a 
pastime requiring the player to fol- 
low a highly complex pattern of 
joystick movements in time to a 
quickening piano player's tempo. 
Failing to keep up obliges the 
player to buy the pianist a dnnk, 
effectively losing him the event, 

Quid-spitting is the next pas- 
time to be endured, Th-e particip- 
ants face each other with a spit- 
toon in front of them. Both men 
bite off lumps of chewing tobacco, 
masticate them, by waggling the 
joystick, and attempt to spit them 
into the opposition's pot by alter- 
ing the angle of projection . 

The next task is milking a cow. 
where the player extracts a pint of 


► What? A computer simulation of milking a cow?? 


► More computer silliness 

takes place on the stags of an 
old western saloon 


milk as quickly as possible. The 
process of milking requires a 
sequence of eight joystick com- 
mands to be followed in rhythm to 
the udder movements. The slower 
milker loses. 
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At last! The most famous 
coin-op Arcade Game and one of 
the most successful films of our 
era come together in this 
Domark publication. 

Faithful to the original, the 
home computer version of 
STAR WARS - will win first 
place in your games collection, 
and be the one you go back to 
time after time. 


Atari ST. 

CBM 64 128K 
Spectrum 48 128k 
A m.st rad CP to 


K MS 
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Sega games 

A huge range, including 
"Space Hamer” and 

I™^£I4 


Light Phaser 

For use wrth Master ™ 
System, Test your * 
marksmanship, firing 
L with light. Includes 
L. free game 


£44.95 


Wool worths has got more video games 
than your average arcade, plus a huge choice of 

computer games too. — 

So now you can 3| 

enjoy an action packed \ , J&J S jm 

Christmas in the If 

comfo rt of your own 1 1 ?. 


Solid Gold 

computer games -set 
Contains 5 games 


GMINTU5T 


[WAGES 


EXCJT1HQ ‘ 
IVEMTS 


n<\Anm 


Game, Set and Match 

computer games set /I 
Contains I u games I 


elite Collection 

computer games set 
Contains A games 


ItfFILTHAta 
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PRESENTATION 88% 

Contains a demo, pause mode, 
good documentation and a sum- 
mary of the available conlrols. 

GRAPHICS 63% 

Simple, but adequate. 

SOUND 37% 

Weak hire tune, whining engine 
sound, and minimal spot effects. 

HGOKABIilTY 72% 

Once the controls are mastered, 
the ordered chaos -of battle 
proves stimulating and 
genuinely exciting, 

LAST ABILITY 57% 

The different scenarios provide 
a decent - if possi bly short -lived 
- challenge. 

OVERALL 71% 

An enjoyable, although occa- 
sionally sporadic, strategy 
shoot -'em -up. 


I was quite sur- 
prised to find 
PHM Pegasus Is 
nothing more 
than a fast mov- 
ing shoot 'em up. The player 
targets art opponent, chooses 
0 method of blowing him up, 
end moves onto the next 
opponent As this is just about 
all the action amounts too, 
other than hurling chaff at 
incoming missiles, I found the 
play became repetitive and 
somewhat boring far too 
quickly, On the technical skfe, 
the graphics are not incredibly 
sharp, but fairly effective, 
while the sound is all effects, 
and none too good at that 
PHM Pegasus isn't a bad pack- 
age if you like naval combat, 
but as a game In its own right, 
ft's not that hot. 


aim and survival tactics are out- 
lined in the accompanying man- 
uaf. Once the vessel and its work - 
ings have been familiarised on the 
training missions, one of the 
assignments is undertaken, A 
specific goal is achieved within a 
time limit, and includes such 
diverse events as tracking down 
terrorist craft, travelling through a 
sensitive war zone and providing 
support to a convoy. 

An. Operations Map Is accessed 
and displays an overhead view of 


L ucasfilms 1 latest offering 
allows the player to take 
command of a Boeing M arine 
Systems' Patrol Hydrofoil Missile 
Craft over eight different 
scenarios. 


the opposing vessel appears 
above the main viewscreea it 
there are many ships within target- 
ting range, successive key pres- 
ses cycles through the available 
targets. 


The Lucagfilm 
logo is usually 
one to watch out 
for, and while this 
isn't as innova- 
tive as their previous releases, 
ft certainly has a professional 
end polished feel to It. Track- 
ing and blasting enemy ships 
in the practice modes is good 
fun t but when playing out a 
scenario you often find your- 
self speeding along with little 
to do. The time compression 
makes up for this to a large 
degree, but this 'realistic' 
aspect Is slightly annoying, I'm 
not sure how long PHM 
Pegasus wilt hold the atten- 
tion, but it's certainty 
immediately enjoyable and 
worth purchasing if you have 
haff an interest in combat 
simulations of this type. 


ids* 


PHM PEGASUS 

Electronic Arts, £9,99 cass, £14.99 disk, 
joystick with keys 




X.,:\ 




F;PM 

SPtf L* 


Settle Stations , with an enemy ship In your sights and the 76m m gun wound up and ready to play . . 


The main screen shows a view 
from the hydrofoil's bridge, with a 
radar screen, direction Indicator, 
speed, fuel and damage meters, 
and weapons display beneath. 

Whenever a signal Is detected 
by radar, the targetting computer 
is initiated and a binocular view of 


Lucasftlms 11 
latest is reminis- 
cent of Epyx' 
Destroyer, insofar 
that it looks very 
complicated, but is in fact very 
straightforward to play. The 
graphics are quite convincing, 
and the action is feat enough 
to keep the player occupied. 
The big problem is the rather 
repetitive nature of the 
game pi ay. Although the sepa- 
rate missions offer plenty of 
long-term challenge, they’re 
ail ultimately similar and may 
become boring when a few 
have been completed. PHM 
Pegasus is enjoyable, but Is 
only recommended to 
hardcore action simulation 
fans. 


The hydrofoil supports a fierce 
armoury, including 76mm cannon. 
Harpoon, Gabriel and Exocet mis- 
siles, plus chaff rockets to confuse 
attacking missiles- The available 
weaponry is toggled via the func- 
tion keys and only becomes effec- 
tive once the targetting computer 
is activated. 

Each of the eight assignments 
are loaded separately, and their 


the present locate, and the relative 
positions of the hydrofoil, plus pat 
rol helicopters and a convoy or 
Eater missions. A time compres- 
sion function is included to speec 
up the gameplay up to 126 time* 
normal speed. 

► The 1 operation? map from 
PHM Pegasus, showing the 
hydrofoil’s current location 
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OCTAPOLIS 

English Software, £9.95 csss, £12.95 disk, joystick 
or keys 


Although 
Qctapolis is a 

combination of 
two unoriginal 
ideas, the 

gameplay is slick and frantic 
enough to make it thoroughly 
enjoyable. The blasting part is 
very much like a two-way 
scrolling Sanson, but is very 
fast and has a great control 
method. The split screen idea 
is novel, but I found myself just 
using the top one, rather than 
both. The second section 
equally entertaining, and the 
going gets pretty tough when 
the spaceman is guided 
around a crowded screen. 
Later levels become particu- 
larly devious, and quick 
thoughts and reflex actions 
are required to succeed. 
Q eta pel is Is fast and furious, 
and offers enough to keep an 
arcade addict amused for 
quite some time. The act ! do 
may become a little tedious 
once all eight levels have been 
conquered, but by then I think 
it would have given more than 
Its fare share of entertainment 


immune to the ill-effects gener- 
ated. and intends to use him to 
infiltrate the eight complexes. 

The mission is split into two sec- 
tions: the first part is a shoot 'em 
up in which a split screen display 
shows the player's ship from view- 
points both above and to the side. 
Waves of alien ships attack from 
either side and are blasted to 
ensure survival. When a predeter- 
mined lime limit has elapsed, or 
twenty aliens are destroyed, a sig- 
nal sounds and the pfayer is able 
rsn a rnnwav in rhe 
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This should app- 
eal to fans of both 
platform games 
and shoot 'em 
ups, having a 
good slice of action from both 
genres. Both interior and 
exterior graphics are excellent 
(note the three-level parallax 
on the shooting sections) and 
the whole package looks very 
smooth and polished. Thank- 
ful ly, the gameplay also profits 
from a good dose of attention, 
being addictive and playable. 
The presentation is very high, 
with little touches that ma ke it 
comfortable, such as the fact 
that you can move the ship for- 
ward and still fire backwards 
at the same time. Overall con- 
trol of the ship is quite tricky, 
and the dual viewpoints 
stretch the reactions and con- 
centration to new limits. For 
me, the addictive interior sec- 
tions slightly outshine the 
blasting parts, but both hang 
together well and make up one 
very entertaining game. 


inhabitants guard their eight cities 
with the most deadly of all secret 
weapons - telekinetic power. In 
the planet's vicinity, perfectly 
trained pilots become fumbling 
idiots, and the fastest, most pow- 
erful computers blow a fuse. 

After centuries of searching, the 

► Blasting a path to the platform 
section 


B y 3987 AD the whole Galaxy 
has come under the domina- 
tion of a mighty Imperium 
Solar systems and entire races 
have fallen under its power, except 
for one planet - Dctapolis, The 


This comes as a 
pleasant sur- 
prise*, since 
Octapolis has had 
little publicity up 
until now, amt is an extremely 
high quality production. 
Although some may think if is 
the ghost of Sanxion past 
come back to haunt the games 
world, the shoot ’em up sec- 
tion has far more advanced 
gameplay, and actually uses 
the extra viewing angle to 
good effect. This is not to 
diminish the role of the plat- 
form sequence, which is very 
sharp, and brings back distant 
memories of impossible Mis- 
sion In its graphic style. The 
only niggle is that the gamep- 
lay doesn't vary enough to 
maintain interest for long. Still, 
platform and shoot 'em up 
addicts should both find 
Octapolis very appealing. 













hrtcpnd section: a sequence of five 
platform screens. 

Each room is populated by 
flying eyes, winch are shot, and a 
variety of indestructible deadly 
monsters, The player attempts to 
leave the room through the exit 
positioned on the opposite side of 
the screen, thus entering the next 
room. Should the fifth exit be 
reached, the player is awarded the 
remaining value of a constantly 
decreasing timer, and goes for- 



► Qctepoiis boasts some 

beautiful bas -relief backdrops 


ward to tackle the next city. 

When the eighth city is con- 
quered, the defences are deacti- 
vated, and the imperium is able to 
successfully invade. 


PRESENTATION 78% 

Good all-round presentation, 
and useful options. 

GRAPHICS 90% 

Very smooth scrolling graphics, 
with effective parallax and sharp 
definition. 

SOUND 71% 

A high quality but binnd sound- 
track. plays throughout, replaced 
by sound effects in the shool 'em 
up sections, 

HQQKABILiTY 87% 

The shoot ’em up takes some 
getting used to, but once 
achieved is great fun. The plat- 
form sections are straightfor- 
ward enough and appeal 
immediately, 

IASTABIUTY 80% 

The action is a touch repetitive, 
but is challenging enough to 
keep the player happy for quite 
some time, 

OVERALL 86% 

A highly polished and competent 
arcade blaster, intelligently com- 
bined with a challenging plat- 
form game.. 





O n a series of suspended 
platforms high above the 
planet Orb, politics have 
gone Crazy, The group that forms 
parliament is a gang of notorious 
Madballs, but they're without a 
leader. The player takes the role of 
Dust Brain, who has decided to fill 
the vacancy. 


This is a strange 
licence to obtain 
for a computer 
game - and 
frankly ft doesn't 
work,. The main characters 
rtything, 
ladbalfs 

tells us so on the title screen. A 
really annoying aspect is the 
apparent ease with which ail 
of the other Madballs con hap- 
pily bounce around on thin air 
without fear of falling, but as 
soon as the hero character 
gets near the edge, he falls off. 
After the first few mi mutes, the 
Initial attraction disappears 
completely and youVe left with 
a boring game and an annoy- 
ing soundtrack. 


could be anything, but we know 
they're Mad balls because it 


Dust Brain convinces the other 
Mad balls by smashing them off 
the multi-directionally scrolling 
platforms. A 'persuaded' ball 
appears in a lube at the bottom of 
the screen, and if the eventual goal 
of persuading all eight madbafls is 
achieved, the tube is full. However, 
if the ball currently in play fails off 
a platform, another from the tube 
takes its place. 

There's one madbatl per level, 


Here's another in 
the now infamous 
line of toy conver- 
sions, albeit a 
less wholesome 
one than usual. The game has 
very little of the subject mat- 
ter's character, and is more- 
or- less a Bounder imitation. 
Personally, I don't like the feel 
of the action, as the control is 
a bit vague, and other than 
bouncing off objects and into 
other balls, there’s not a lotto 
do. The tu ne that run s during 
the game is repetitive - and 
therefore suits the action . * . 


and when it has been collected the 
'downtube 1 exil is found to the 
next level. 


PRESENTATION 67% 

Smart appearance, but few use- 
ful options. 

GRAPHICS 61% 

Bland backdrops and the sprites 
lack definition. 

SOUND 61% 

The jaunty tune becomes annoy- 
i ng after a surprisingly shod ti me. 

HOOKABMJTY 53% 

Although not difficult to play, the 
lack of action is less than appeal- 
ing, 

LAST ABILITY 39% 

The unrewarding and repetitive 
gameplay soon bores, 

OVERALL 40% 

An uninspired end unappealing 
toy conversion. 


On the planet Orb, life has plenty of ups and downs . . , 


MADBALLS 

Ocean, £8.95 cass T £12,95 disk, joystick onty 
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W eil, tram the ingenuity <rf Nebulus, we now have a game 
that takes simplicity to a ludicrous extreme. Tetris is so 
unbelievably simple that it seems impossible that no-one has 
had the idea before, ft looks pathetically simple when you’re 
watching , but suddenly becomes more difficult when you start 
playing. The graphics aren't anything special, but far from 
harming the gameplay, it enhances it. in any case, your senses 
are more than occupied with the wonderfully hypnotic sound- 
track. 1 hope that Tetris will finally prove to programmers that 
it’s the gameplay and addictiveness, not extravagance and 
flair, that make a game enjoyable- 


right, and rotates them through 
right angles by consecutive pres- 
ses of the flue button. Shapes may 
be dropped Instantly, or paused in 


form a solid block across the bot- 
tom of the playing screen. 
Whenever an unbroken horizontal 


form solid lines, the stack ol 
shapes continues to grow until It 
reaches the top of the screen, at 
which point the game ends. 


TETRIS 

Mirrorsoft, £8.95 cass, £12.95 disk, joystick or keys 

♦Totally infectious, but fiendishly simple hand-to-eye 
coordination game 


etris is comprised of a single 
tall, black rectangular 
screen. A series of coloured 
angular shapes fall from the top to 
rest at the bottom. There are six 
different shapes, and as they fail 
the player steers them left and 


mid -flight, but cannot be com- 
pletely removed once in motion. 

The objective is to guide the 
shapes so that they interlink to 

T he best ideas are always 
the simplest That** a 
phrase that springs to mind 
when considering the pros and 
cons of Mirrorsoft's Tetris. The 
graphics are adequate and the 
soundtrack is great, but it’s the 
gameplay alone that provides 
an irresistible Jure. The con- 
cept is laughably simple, but 
If s always the game that has 
the last laugh: it has a vora- 
cious appetite and threatens 
to consume your every waking 
moment. Dinnertimes come 
and go, evenings are 
destroyed and sleep is a thing 
of the past. You can buy it You 
can look at it. You can take the 
cassette out of the box, 6ut 
load it at your peril . , . 


bar is formed, H Is r-m mediately 
erased, and all the lines above are 
moved down to fill its place. 

If the player repeatedly fails to 


W hat we have is one of the all-time computer classics. At 
first glance. It’s difficult to believe that Tetris would hold 
your attention for more than a few minutes - but I’m afraid 
that’s one of the worst assumptions you could ever make. Tetris 
is addictive - unbelievably addictive - and it holds your atten- 
tion and keeps you coming back for more, It's an incredibly 
simple concept to grasp, so easy that anyone can play it - and 
play they do! WeVe been sneaking goes at every available 
opportunity - morning, noon and night! I can’t quite put my 
finger on what makes it so Incredibly addictive, but one thing’s 
for sure - It’s perfectly simple, and simply perfect. 



PRESENTATION 79% 

Nothing lo shout about, with a 
Simple choice of ton levels, and 
an option for music or sound 
effects. 

GRAPHICS 67% 

Very simple game graphics, 
complemented by a gorgeous 
title screen. 

SOUND 98% 

An exquisite 25-mlnuie sound- 
track runs throughout, 

HOOKAS I LFTY 97% 

Purs, inspired addiction. 

INSTABILITY 93% 

The game gets progressively 
faster, end hence harder, but 
allows enough advancement to 
give encouragement, 

OVERALL 94% 


Addictive, original, and simply 
brilliant. 








SPEEDKING 

WITH FREE GAME 


SPEEi 

WITH Al 






For use with the. 


Spectrum and Spectrum Plus. 
Spectrum Plus 2 and 3. 
Commodore 64 and 128. 
Amstrad CPC. MSX. 


1 The only joystick that 
actually fits your hand. 

m Fire button portioned 
right under your trigger finger 

■ Solid steel shaft and robust 
const ruction, 

12 month guarantee. 


For use with thu 

Spectrum and Spectrum Plus. 
Spectrum Plus 2 and 3, 
Commodore 64 r 128 and VIC20. 
All Atari Computers (irrc STJ 
Amiga, Amstrad, MSX. 

■ Auto-fire to give instant 
and even firepower (Auto- 
fire only}. 

■ Micro-switches allow you 
to not only feel, but hear 
each move of the stick 


SEGA® 

MASTER SYSTEM 


NINTENDO® 

ENTERTAINMENT SYSTEM 


•TT -3 


Q ? nly the Komx Speedking joysticks can give 
you the power you need to take on the 
unknown - and win. 

Ultra fast responses to every command, 
unbeatable autofire power and complete control. 
Right where you need it -in the palm of your hand 

Trade or export enquiries welcome on 
049525 5913 . 


The fastest reactions in the business 


The only joystick that 
actually fits your hand, 

• Twin firebuttons positioned 
right under your trigger finger 

■ Solid steel shaft and robust 
construction. 

■ 12 month guarantee. 


■ Auto-fire to give instant 
and even firepower. 

■ Start and select buttons 
(Nintendo only). 

■ Micro-switches allow you to 
not only feel, but hear each 
move of the stick. 


Speedking* with Autofire at £12,99 ea. . 

Sega* at £12.99ea._ 

Nintendqs at fcl2,99ea . 


(including Postage and Packing} 

I enclose Cheque/Postal Order for. 

(Made payable to KONIX). Or charge my Access A/isa 

No „ Signed 

Name (Blrck Capital*) 

Address . 


To: Konix Computer Products, Units 12/14 Sirhowy Hill Industrial 
1 1 Estate, Tredegar. Gwent NP2 4QZ. U,K, 

Please send me; Speedking* with Game at til 99ea 


L - — . Postcode — = , 

fleas* allow 14 days (w delwrry, It Credit cud holders may tereftf**** on 0495Z5 5913 
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XOR 

Logotron, £9.95, £12.95 disk, joystick or keys 


You can spot this 
game's heritage 
a mile off: it’s a 
converted BBC 
game, and has 
carried the same look onto the 
64 in much the same way that 
the Repton series did. It uses 
the same over-sized charac- 
ters, which gives the similar 
'claustrophobic 1 feel - you 
can't see what’s coming as 
you whizz around the maze. 
All hough similar, the puzzles 
are far more intellectual than 
in Boulderdash. Overall, XOR is 
quite a challenging, interest- 
ing puzzle game, albeit in a 
now overworked format 




LT5 


T he objective of XOR, is to 
reveal the true nature of the 
eponymous entity who rules 
the world m which the player finds 
himself. This is achieved by travel- 
ling through 15 mazes, collecting 
the many masks of XOR that lie 
therein. 

The pteyer controls two charac- 
ters, Magus and Questor, and 
each one has individual charac- 
teristics that enable them to pass 
where the other cannot. Therefore 
both are used to complete each 
maze. There is no time limit, but 
the player has a set number of 
moves per labyrinth. 

Hindering the player are XOR's 
forces - a bizarre assortment of 
creatures end strangely- behaving 
objects. There are also useful 
items such as maps, each display - 


Maze/puzzle 
games such as 
this are very 
much an 

acquired taste. 
XOR is reasonably welt done, 
and can get extremely devi- 
ous* with later screens having 
shades of Boulderdash as fish 
and chickens 4 falE' down the 
screen. The ability to swap 
characters is also reminiscent 
of the old Firebird Silver 
release, Thunderbirds, and 
adds an entertaining twist to 
the proceedings. The graphics 
and sound are nothing to 
shout about, but the gamepiay 
is sufficiently enthralling to 
make up for this deficiency. 
Finishing a screen should take 
some time « completing the 
whole game would be a real 
feat. I'd have preferred a smal- 
ler price tag, but If you fancy 
giving the grey matter a work- 
out, try XOR , 


ing a quarter of the current maze, 
and bombs which are used to 
destroy sections of wall once 
detonated. 

The player enters any of the 1 5 
mazes, and Is given one letter of a 
cryptic due to the nature of XOR 
every time he completes a level. 
His eventual aim is to complete all 
15 levels, and learn the secret of 
XOR. 


PRESENTATION 52% 

Few options, and lacking 
instructions. 

GRAPHICS 62% 

Smooth, but generally uninspir- 
ing. 

SOUND 54% 

Occasional unimpressive spot 
effects. 

HOOKABILITY 72% 

The simplistic gamepiay is easy 
enough to grasp, but the com-' 
plex puzzles require rather rno^e 

attention 

LAST ABILITY 70% 

Increasingly difficult puzzles 
throughout The game maintain its 
challenging appeal. 

OVERALL 61% 

A title crude for The 64. hut a 
good puzzle game nevertheless. 









T aking control ot a new 
hydrofoil - Ihe HM5 Lancer 
- the player’s task is to pen- 
etrate an enemy network of inland 
waterways and destroy as many 
naval bases as possible. 

The action is displayed on a 
horizontally scrolling screen which 
shows the river and surrounding 


Although Christ- 
mas is the time of 
goodwill* Pm 

afraid that it 
would bo crime to 
admit to anything other than 
complete disgust at Piranha’s 
latest 'full-price' offering. Gun- 
boat looks like It was cobbled 
up in a couple of weeks, arid 
has slow and jerky scrolling 
that can't keep up with the 
boat's movement. The 

graphics are simply rubbish: 
infantile sprites whizz around 
the screen like things posses- 
sed, and the backdrops are 
hardly worthy of a budget pro- 
duction. To complement the 
Incredible barrage of enemy 
fire, the control is awkward, 
making the gamepiay difficult, 
unrewarding and very limited 
indeed. 


banks in forced perspective 3D. 
The player's gunboat starts at a 
refuelling depot, and travels inland 
with an arsenal of hom i n g missi ies, 
forward-firing torpedoes, and 
rear- launched depth charges with 
which to destroy the enemy. 

The river banks are populated 
by hostile installations, ranging 
from fuel and ammo stores to mis- 
si le-iaunching bases. Deadly 
helicopters, submarines and gun- 
boats also provide problems. 

The mission ends when the boat 
sustains 100% damage, the 
engine overheats or runs out of 


Once you've 
stuck at Gunboat 

■ long enough to 
master (or at 
least be able to 
use} the controls, you realise 
that the game isn't actually 
worth the effort. The graphics 
are blocky and move jerkily, 
and the screen is cluttered 
with featureless grey blobs. 
Death seems to be a particu- 
larly easy feat to accomplish, 
and the general presentation 
quality is low, with a barrage of 
confusing and non e-too- good 
sound effects. This is definitely 
NOT one for the Christmas list, 
unless you're expecting Santa 
the Hun* 


GUNBOAT 

Piranha* £8.95 cass, £13,95 disk, joystick or keys 


fuel, or the player heads for the 
open sea. 



PRESENTATION 62% 

Fiddly controls,, with three 
weapons accessed from the 
keyboard. 

GRAPHICS 31 % 

Weak scrolling, |i?rky animation 
and bland backdrops. 

SOUND 42% 

No tunes, tint plenty of while 
noise. 

HOOKABILITY 29% 

Difficult from the start, and it gels 

Wfl f Ctp 

LAST ABILITY 17% 

The poor playability, graphics, 
and high difficulty are all likely to 
deter prolonged interest, 

OVERALL 20% 

A poor strategy/ s hoot 'em up, 
that fails to appeal at any level 
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me air and at the beginning of 
aerial obstacle courses. Acces- 
sing Plane allows the player to 
alter his chosen aircraft al any 
time, simply by highlighting the 
selected craft and pressing the fire 
button. The control pa net alters 
accordingly, and the plane follows 
the normal flight characteristics of 
that craft. 

The Airplane Racing option 
places the pilot in a one-on-one 
situation against an opponent over 
one of five pre-set courses. Each 
course has a straight line marking 
the actual route to be followed, 
and there are large 'gates' which 
must be flown through. The final 
result and time taken are displayed 
on completion of the course, 

Formation Flying gives the pilot 
the chance to partake in some 
aerobatics, and provides a lead 
plane complete with vapour trail to 
be followed around one of six pre- 
defined locations. 

As the final title suggests. Flight 
Instruction is a hands-on training 
session in either Basic, Advanced 
or Aerobatic manoeuvres. A total 
of 22 such manoeuvres are availa- 
ble, varying from straight and level 
flight through to a difficult Cuban 
8. Details are given as to the cor- 
rect procedure required, and 
there’s also a cursor provided, 
which follows joystick movement. 
This cursor must be kept within the 
moving box marker, which in turn 
designates the correct location for 
the manoeuvre to be flown suc- 
cessfully. 

Both the latter options support 
the ability to record and replay the 
pilot's attempts at stunt flying. 
Successful flights are saved onto 
the source disk and are accessed 
from the sub-menu and replayed 
at wHL 


O 


TRAINER 

Electronic Arts, £16.95 disk, joystick with keys 

• Experience Incredible high speed aerial action with Electronic Arts' flight training program 


B rigadier General Chuck 

Yeager is d isputably the best 
test pilot ever to have lived. 
This flight simulator from allows 
would-be pilots to follow in his 
vapour trail and provides 14 differ- 
ent aircraft for test flights, races 
and stunt flying. 

Initially a menu appears giving 


the main options of Intro Flight, 
Test Flight, Airplane Racing, For- 
mation Flying and Fliqht Instruc- 
tions. Accessing Intro Flight loads 
a demo showing a slalom flight 
between huge blocks, viewed 
from the interior of the cockpit. 

Test Flight places the player in 
control of the plane in the 


demonstration set-up. If a different 
location or aircraft is required, 
pressing the Commodore key 
haits the action and brings up a 
selection bar, marked Location 
and Plane, The Location menu 
includes 16 pre-set scenarios, 
allowing the pilot to begin his flight 
from positions or the ground, in 


| } m quite keen on flight simulators, and having heard about 
Chuck's simulator with filled -in graphics, I was slightly dubi- 
ous to say the least. Thankfully, my reservations were com- 
pletely unfounded! CYAFT is superb. The list of available 
options is awesome, and the graphics . , , well, what can I say? 
The programmer has achieved a smalt miracle in producing the 
fastest f Sited 3D graphics ever seen on the the humble 64. 1 am 
truly impressed; they make G unship look very slow indeed. Be 
warned, however, there is quite a bit of disk access to load in 
the different plane specifications and locations (it might be a 
wise move to purchase a fastload cartridge if you intend doing 
a tot of flying), but this is littfe price to pay for the entertainment 
and lasting appeal that CYAFT provides. As of this moment, 
there is only one flight simulator to own - thanks Chuck, 









NB: DISK VERSION 

ONLY. 

A CASSETTE VERSION HAS 
BEEN ANNOUNCED AND 
WILL B E RATED SEPARATELY 
WHEN RELEASED. 
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G ood flight simulations are 
in very short supply on the 
64, as there is usually a sac- 
rifice in quality to gain speed, 
or vice versa. However, in 
keeping with the recent up- 
turn in software, this one has 
both filled -in quality graphics, 
and a reasonable speed during 
flight. Far more impressive 
though, is the unbelievable 
number of options: there are 
ten different viewpoints, 
including chaser plane, satel- 
lite and tower; 14 types of air- 
craft. and a 9 stage zoom up to 
£56 times magnification! The 
realism doesn't end there - 
there’s a g -force meter, and 
manoeuvring too quickly tears 
parts of your aircraft off (such 
as the wings! The attention to 
detail even goes as far as the 
fuel cutting when an inverted 
roll is attempted in a Spitfire. 
This is a very well thought out, 
designed and executed pack- 
age. and without doubt, the 
best all- round flight simulator 
around at the moment. 


There are 10 different view- 
points available during flight: for- 
ward with control panel, forward 
full screen, rearward, left, right, up 
and down. A view of the whole 
plane is also available from a spot- 
ter plane, from the control tower 
and even from a satellite, all of 
which have a nine-stage zoom 
option to provide as dear a view 
as possible. 

Any flights meeting a sudden 
and partially subterranean end are 
met with a digitised picture of Gen- 
eral Yeager himself, who passes a 
terse and unflattering judgement 
on the player’s efforts. 


I "d never have thought that a flight simulator like this could be 
I possible on the 64! Chuck Yeager's is incredibly impressive, 
with fast, solid, and more importantly, realistic 3D graphics, 
and a mindblowing array of options. Not only are there a wide 
variety of planes to choose - ranging from the most basic Sop- 
with camel to the hi-tech Lockheed Blackbird - but there are 
also races and obstacle courses to negotiate, and aerobatic 
and formation stunts to flyt The different viewing angles and 
choice of viewpoint (ground or spotter plane) add a novel twist 
- especially when you’re trying to fly from remote. The most 
impressive aspect is the Incredible attention to detail, with 
touches like the sky darkening when you go high enough (In an 
SR-71), and the subsequent loss of control as the air gets thin- 
ner . Black and red outs further the real ism , a nd the sonic boom 
as a plane goes through the sound barrier somehow makes the 
simulator that more exhilarating to play. The scope for long- 
term flying is enormous- could a flight simulator fanatic ask for 
more? 




* 




VIDEO SENDER 
NEW TECHOLOGY 


Watch Video Recorder/Computer/Satellite TV on any set 
in your home— ViOEO SENDER transmits to any number 
of TV'S in your home, no wires, simple to install. Smaller 
than a Video Cassette. J> 

PHOENIX COMMUNICATION J? 

31 NIGHTINGALE LANE, FELTWELL 
NORFOLK I P264AR 

Send Cheque/PO 
for £33.50 (inc P&P) 


VIDEO SENDER 
NEW TECHOLOGY 


Please place me a regular monthly order for 

ZZAP * 64 Mao a z i n e &er ***** r 

9 

Name , . . , 

Address 


Watch Video Recorder/Computer/Sateflite TV on any set 
in your home — VIDEO SENDER transmits to any number 
of TV S in your home, no wires, simple to install. Smaller 
than a Video Cassette. 

PHOENIX COMMUNICATION 
31 NIGHTINGALE LANE, FELTWELL 
NORFOLK I P26 4AR 

Send Cheque/PO 
for £33,50 (inc P&P) 


To the Newsagent: d 

ZZAP! 64 Magazine is published in the middle of every 
month by Nawsfield Ltd, 12 King Street Ludlow. 
Shropshire SYB1 AG Tel: 05846851 and distributed to the 
newstrade by COMAG 108864 44055), Please check with 
the publishers if you have any difficulties in obtaining 
Supply. 


ENSURE YOUR 
r , — REGULAR 


1 PBM AVALON 1 

i 


E 


The chronicles of the 'Knights of the Avalon . fs a new 
f 00 player computer moderated Fantasy Play Gy Mail 
game from JADE Games Startup is FREE, with further 
turns costing 7Qp r players outside of the UK f. 1 . 00 . The 
game features, 1 000s of player armies and fleets con- 
stantly involved in conquest, a playing area of 
] .250,000 sq miles with over 100,000 locations A 
highly developed class system of squires, knights, lords 
etc fighting to become emperor. An economic trade 
system with 1 000 + trade items, merchant and political 
banks, stock markets and trade treaties. Religions based 
on a planet wide network of temples and monasteries. 
Players having the choice of accepting one of the 
twenty existing gods or creating their own god and 
religion. A hierarchy of gods capable of direct interac- 
tion with players. Alliances of trade, religion, politics 
and military might 4* MUCH MUCH MORE, games 
limited only by the players imagination 


For a FREE startup write to: 
JADE Games, FREEPOST, Southsea. 
Hants, PG4 0BR 
(no stamp required] 


AT LAST 1 

COMMODORE SPARES 




AT DISCOUNT PRICKS 


CIA 

6526 

£11.95 

ROM 901227-03 

114.99 

MPU 

6510 

£11.99 

ROM 901225-01 

£9 99 

PLA 

906114 CM 

£9.99 

SOUND 65*1 

£14.99 

ROM 

90 J 226-01 

£9.99 

RAM 4164 

£2-49 


CM POWER SUPPLY UNITS £19.99 

All |iri<-c* Include posi A- packing, hutidlinj and VAT - vend yuur laulEy oumpuEer 
And P.5 U for estimate and repair frdfft £9.99 * pans ♦ VAT 

AMIGA A5W £479 - A580 DISCOUNT SOFTWARE 
SEND CHEQUE/PO. ACE5S/VISA CARDS WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE 
Tel. {0253)422708 

TRADE ENQUIRIES WELCOME Send Large S.A.E. for full Ltsi 





■ leuers covering a 

awe noticed, however, is th-e 
the quality of 1 ej It era, I've been 
1 bio mo them! I have also been 
abroad, rettecfing ZZAPI's 
m Finland, Belgium, Australin 
&p writing and {os by the time 
over} I hope you all had a very 
for out British readers, exeeni 


FROMAGED 


Dear Lloyd . 

It's not fair' This really cheeses me 
off! Every mgnlh I look at ZZAP! I 
see the same thing and now you 
do a two-page spread of it It's the 
high score fist. Mol that I've got 
anything again-sl high scores. It's 
just that how am I ever going to get 
my name on it? Look at those 
scores 1 250.900 for Panther*, i 
can't even gel over 32,000! 
1 ,006.406 for San. 
getting 4&.QOO! 

Is it just me? Am I the only one 


mxfon\ 1 feel good 


who can’t play games? Or is it that 
all you Britishers spend every 
single moment in front of your TV 
screens wobbling joysticks? I 
can't figure it out? Can you help? 
Mick Rogers, Hazelbrook, 
Australia 

Ah yes,, but we Britishers ' don '■ 
have to spend all our time avoiding 
doing eaten by crocodiles. 
Perhaps that has something to do 
with it? 

LM 


WHO 


Dear Uoyd, 

I'd like to ask software houses who they get to piaytesi games before 
they are released, The reason I pose this question is because these 
playtestens must be easily pleased as the numbers of games released 
which have serious flaws are quite high. 

Take for example Army Mov^s by Imagine; the difficulty level of this 
game is such that it damages the gameplay. Now, surely whoever 
playtesled this game (if anyone, did) failed to notice this, or it would have 
been corrected. 

Another example is Renegade, also by imagine; it has good graphics, 
not bad sound and the game idea is exciting in theory, bui all this is totally 
destroyed by the most pathetic control method yet devised by man {this 
title could also be shared by Frank Bruno's Boxing). Not much thought 
has gone into the control method at ail, methmka. and so consequently 
The difficulty of coming to grips with this wifi put people off the game, 

Maybe they should have consumed Andrew Braybrook who always 
makes Mis control methods user friendly and an asset to (he game rather 
than detrimental , 

i must apologise to Imagine for just selecting their games but these two 
examples stand out from the crowd of flawed games, although Imagine 
are nowhere near the only culprits, it just seems a shame that after all the 
eflort put into a game it is let down by a lack of thought for a particular 
aspect of the game, 

I would like to express my horror when l beard that Out Run - the best 
arcade game around - is to be converted to the 64. Thg majority of 
people will probably be drooling at the thought gf having Ouf Run. but 
not mg, I can't help thinking of what happened to Enduro Racer after 
being converted, and of the probable multiload system I will have Ip 
endure .because there Is no way they can cram all the graphics and 
different levels into ong load, or even two. I w»sh US Goto all the luck in 
the world and sincerely hope that Out Run will be amazing, but I hold littte 
hope to be truthful. 

Shaun Russell, Shi I don, Co Durham 

Playtesting is an interesting face! of games producing. I have no idea 
who Imagine, for instance, uses, but perhaps the ever- watchful Gary 
Brace y will let me know and then at least you can entennto a dialogue 
with him about Army Moves and Renegade. As for Out Run, well who 
knows , but unless someone has a go. we'll never find out, and if they 
ga ve up because of apparen t difficulties, isn T them a risk we would never 
get some games at all? Batter to have loved and lost, as they say than 
never to have loved at all . . . 

LM 
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WHAT ; WHEN 

AND WHY? 

Dear Uoyd, 

in the November edition of ZZAPf there was a tetter that I found quits 
Coring written by James Laurie, It contained the most drivel that I've read 
for ages. James doesn't want to see any advancement in computino fie 
Amiga), he wishes that the PBMs/RPGs should not appear and that 
arcade conversian/mschines should not be seen either 
Well James, if all you want is the Commodore splashed over 1 46 pages 
you should gel a Spectrum, as that has two magazines for its amazing 
software - ( know, I had one. Well with that over and dona with I would 
tike to ask the Following questions: 

1 . Will there be anothe r demo cassette? 

2. What happened to the letter of tha month {November edition), 

3. Haw come the November edition was 25p dearer (why didn't you tell 
us)? 

4 Brilliant 3-D tips, will there be any more? 

Tyrone Mann, Essex 

i'f isn’t likely that there writ be another demo cassette, at feast for some 
time, largely because they cost about £ 50,000 each to do. and even 
putting up the issue price doesn't cover the cost by any means! In 
November there just wssnT a letter worth the prize - happens 
sometimes. The price rise was something you should have been warned 
about, but Ciardn Brennan, to be frank, was a bit tied up with leaving 
Ludlow, and must have forgotten. 3D tips maybe, buf 30 there certainly 
is, in this very issue . 

LM 


ZZAP! 

RANDINESS 


Dear Uoyd, 

I have moved to South Africa and 
; have found that ZZAP! 64 ss not 
■ sold in this country. The only 
magazines which are "sold here are 
C<Si/Can d Commodore User bot h 
of which are more warned about 
politics than printing sensible 
software letters, After living in 
Europe for nearly one year I have 
grown accustomed to reading 
your magazine I found that your 
magazine was very mugh up to 
date and enjoyed your tips and 
reviews sections. 

I feci that if ZZAPf 64 was sent 


to South Africa for sale it would do 
very well. Even at the price of 
R5,00 (El. 50) many of my friends 
are willing to buy a sensrbte 
magazine like yours . Many people 
in South Alrica are turning away 
from Commodore User arid them 
aren’t many other magazines to 
turn to. Please could you try and 
export your mag to South Afnca. 

B La Roux, Natali, South Africa 

We Ve no plans to send ZZAP ! to 
South Africa . 

LM 






GET DOWN AND 


Dear Uoyd, 

I've had it! 

I'm usually amused by the Rrap 
pages until some time ago when 
people started complaining about 
software prices, multiload 
problems and too many sequels. 
Followed by complaints that 
ZZAPI was giving not enough 
Sizzles or Gold Medals. And 
finally people started complaining 
about complaining people! My 
God everyone is begging for 
original games, but when it comes 
to writing an original letter all 
people can do is moan ... Until 
now! 

This letter is meant to set an 
example far more original letters. 

It'S well known that aur 64 is an 
excellent games machine, Bui 
with a little more imagination you 
can do all kinds of other things with 
It: 

Some friends of mine own a 
disco-show and they've got a 3 
metre video screen, but their video 
broke down and they asked me for 
help. I started thinking and I came 
to the idea that my C64 could help. 
J went home with some records, 
loaded Psychedelia into my 
computer and started practising, 


The same evening with 200 
dancing people in front of me, the 
lights went out., Rich Ashley was 
put on the record table and 
suddenly Psychedelia was 
showing off on the large screen 
with me waggling a joystick in front 
of it! The enact was unbelievable 
and everyone got going. And at the 
end of that evening my friends 
asked me to do it agai n! 

What I want to say is, stop 
moaning, do something original 
with your C64 and write to ZZAP! 
that would be much more 
interesting to read than a 
complaining letter about 
multiload si 

Ben j amen D eh has, Holland 

Ana S-: ■ it is too Considering just 
how much in the way of interactive 
peripherals there is available, and 
how much is likely to be around 
within the next two years t r m 
surprised so few users seem to 
see any interest in the computer 
beyond the obvious . How many 
other people are there who do 
different things with tneir 
Commodore? Let me know . 

LM 


VALUE 

Dear Lloyd, 

I cannot comprehend what I've 
just seen. A compilation tape, by 
Ocean , called Six Star Hits has |ust 
hit Australian computer game 
shelves - and It contains six veny 
new/newish games of the highest 
standard, yet it's priced lower than 
the normal retail price for one 
game on its own. 

The games are; Double Take, 

Head Over Heels t Mutants . The 
Great Escape, Wizball and 
Parallax. 

I still can't believe it! Why would 
a software company be so stupid 
as to ruin their impending income 
from nawly- released gems, 
especially Head Over Heels and 
Wizball : \ releasing them all on 
one tape tor less than the price Of 
one game? X I 

Now I come to the price. I went 
to two retailers, and one was 
selling the tape for £24.95. the 
other for £23,96. The games were 
priced individually (on tape) for 
between £29.95 and £39.951 
And the games average a ZZAPI 
rating of around 86%, despite 
Double Take's 48%. 

Lloyd, is this only in Australia, or 
is Ocean trying to send itself 
bankrupt in Britain too? I for one 
would have bought at least two of 
those brilliant releases individually 
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at their high prices, but Ocean 
have now kindly provided me with 
a £35.00 to £55,00 wallet-ruhneth- 
overnessl 

My only thought now is for the 
programmers, tneir royalties must 
be next to nothing from such a 
cheap compilation And, from the 
ZZAPers point of view, those who 
have already bought any of the 
games must really be fuming! 

Ocean are a top company 
though, and I do respect them for 
their success and for releasing the 
best in software. 

Hoc Roc fas some would say 
over here} 

SJM Vandore, Beecrqft, 

Australia 

Ocean tell me that they have 
Indeed released this compilation 
at around fas far as I can 
determine) the price you say. They 
also say it is their biggest setts? in 
Australia, although they obviously 
receive less money for the 
compilation sales than they would 
for selling each game separately. 
On the other hand., their promotion 
costs per game are far lower,, so 
overall it is a successful way of 
doing it. The compilation is not 
available in Britain. 

LM 


. . . AND I'LL 
DO IT AGAIN 


Dear Uoyd, 

My last letter did not impress you 
did it? Well, I hope you like this 
one: please read rt though you may 
not be very impressed again, but I 
like it anyway, 

To start off let's talk about 
Ftenecracfe which got a Sizzler last 
month. How could you? The game 
is terrible. The sprites move as if 
they're on Ice skates, the sprites 
look very messy, the thugs with 
sticks look like mutants, the 


control method Is dross, though 
the background is okay, You will 
disagree with me. well everybody 
has his own point of view. 

I'm rather worried about your 
Readers" Charts. California 
Games is in at 1 6 or so, The game 
is not even out yet. I've come to 
the conclusion that you have a lot 
of mindless sheep reading your 
magazine - talk about feeding 
caviare to pigs! Just because you 
say the game is brilliant, these 


HELP 


Dear Uoyd, 

When entering competitions, can I put all my entries Into one envelope? 

Carl Kuttelwascher, Cambertsy 

Yes you can Carl, but make sure you mark the outer envelope somewhere 
obvious with the legend: ZZAP! MULTIPLE COMPETITION ENTRY, [ so 
we know to open it up to take out the separate entries, and NEVER 
include competition entries with either mail order coupons/payments or 
letters to the Rrap . 

LM 



WAL 


Dear Lloyd, 

1 am writing to 


you concerning the •eeeni arrival to ZZAPI of Mel 
Croucher's Under The Baud Walk column', Mel has in the past proved 
himself and his articles to b r - unpopular as perfectly illustrated by the 
recent demise (due to popular demand) of Tamara Knight from belli 
CRASH and ZZAFL Not detereo uy this, you commission him to do even 
more of his totally uninspiring rumblings as a regular feature of ZZAP! 

Correct me if lin wrong but I would say hts column is meant lo be ha 
similar sortpf vein lo Hunler S MinsoiYs Fear And Loathing in CRASH, a 
column whosB introduction triggered a certain amount of debate and 
was receipy voted’ least popular column in the CRASHtionnarre. 
However, compared to Under The Baud Walk, Minson's column looks 
positively inviting. - 

I find Under The Baud Walk blasphemous in style and content, 
uninteresting and totally irrelevant in topic and an utter waste Of Space. 
What is more, Mai's column seems to have been included at the expense 
of other more popular and Well established features such asScorslord, 
Gary 's Technical Bn in the Middle and the ZZAP 1 challenge. You Vedono 
it nnce sq do it again, and bring lyfefs column to a nasty term (nation: it's 
riot as if you'll be totally removing him as he seems lo have plenty lo 
contribute lo The Games Machine 

If t may now just comment on the magazine as a whole: I would like to 
say that 1 find if -he mosf pntertaininy of the magazines l purchase. 
However, (thferijfl always ar however 1 } Fean sae you rapidly declining to 
finds itself in, where - in an "attempt lo appeal 


the slate that I 
lo the LargesiJ 
railed features 


CRASH 

1 PCS': it 

as srac 


from .-ZAP!. 


.ible re ad or ship - dozens of totally ^on-computer 
Overtd, eg video reviews, free kiddie comics, POM 
matures on G 

hine most of these things will be diverted away 

P Shire, Manchester 


Fear And Loathing and features on Combat Zone(l), Hopefully with the 
arrival of The Games Mad 


Tm not sure where your proof that Mel 'has in the past proved himself 
and his articles to be unpopular ” comes from, certainly the demise of 
Tamara Knight is hardly much proof That was an interesting idea which , 
after a time, the various editors considered less interesting than the 
space it occupied. I don r i think Under The Baird Walk is in the least like 
Munster S Minson’s CRASH column (now deceased because Minson 
has signed up with Your Sinclair}: what I do think, is that it mtgh! go over 
Tests of people's heads because it is very industry crier, ted. However I find 
l witty and amusing, sometimes valuable and always entertaining, 

The 'state 1 you suggest CRASH is in just goes to show that your 
interests are not t hose of a Spectrum owner, and maybe that's the way 
i\ should be. But you have no right to go creating ■proof’ where none 
exists nor extrapolating a situation from shaky supposition, 
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morons haven't a brain between 
them to play the game first and 
then vote. I might get a few spiteful 
tetters from our d im fluffy chums . if 
ZZAP! said the ZX81 is better than 
the Amiga our chums would buy 
them in droves. Tm not blaming 
you for this, honest! Every 
magazine has them. 

It's good to see the software has 
picked up with Wizbafl. Bubble 
Bobble, RMC 2, Head Over Heels, 
California Games and other 
goodies. And ZZAP! can reform to 
its full glory now the naft 
conversions are out and original 
software in. 

Talk of original games leads us 
to my next point: ^ghnetimes 
someone can wnte a game that is 
too original and does not mean 
blasting aliens to smithereens so 
some people will hate it and the 
more clever among us will play it 
and then love it (eg The Sentinel, J. 
Some people will hate original 
games because they are written by 
a person they don't like even 


though the games are of an 
excellent standard fag Jeff Minter). 

Thankfully ZZAP! doesn't grind 
axes, and merits games on their 
own. ZZAP! is at Its best now with 
full colour, good reviews and 
previews. A lot of people will moan 
because the price has risen but an 
extra 25 pence is well worth it with 
the 3D tips and lots of interesting 
articles and It's good that the 
magazine slagging is in the past. 

Well, now ends my letter, if 
anyone feels I was wrong I'd be 
interested in hearing their views. 
Now it's over to you Lloyd . . . 
Leigh Bartley, Westwood, 
Yorkshire 

Well that was a very impressive 
letter, now wasn 't tt ? You see, you 
can do it if you try! As you say, 
everyone has their own tastes, 
tikes and dislikes. I though 
Renegade was fun enough {better 
on the Amstrad though - no 
shrieks, pfeasef- 

LM 


QUESTIONS, 

QUESTIONS 


Dear Lloyd, 

I've been wondering about the 
computer industry and have some 
questions to ask. 


1. Why do companies write on the 
cassette label 64/126. when it 
can't run in 1 28 mods' 7 

2 . Do you t h Ink the Spectru m 1 28 


AN AMERICAN 
WRITES 

Dear Uoyd, 

Just thought I'd wnte to say that your letters column and ZZAP? 64 itself 
are the best stuff written at this point and time for the average gamer on 
the 64, even here in America. 

I am basing this Judgement on one copy of ZZAP! 64 I luckily decided 
to buy at a shop in Belgium, It is probably so beal up now that you or the 
publishers wouldn't recognise It. it's the May 37 issue, and I simply regrel 
no! writing earlier . but the mag was tost in the shuffle of unpacking when 
I got back here to the Stales, 

I read several Commodore 64 mags and only one comes close to the 
explicit coverage you seem to give even games you end up not liking. 
One thing you could explain to me. f am just now seeing ads here in the 
States for such games as Xevious, Arkanoid, and Into The Eagle's Nest . 
Why did you get them as early as May 67 and it takes us to October 87 
to get them? 

On the other end of the spectrum, we have had Mario Bros lor several 
years and the ad in the back says it is new to England. Can you help me 
in lhi$ ditemma? Also would there be a way for me to order ZZAP! 64 for 
an overseas subscription??? Please say yes. 

I suppose i missed the end of Tamara Knight didn't I? Also, I suppose 
even if you were to print this tetter I won't see it I would also like to get 
an answer to sorneoi my questions, so maybe I could pay for an updated 
copy of ZZAP! 64 with a US postal service money order. I don't see any 
cither foreign readers, So here is some info on me, 1 am 17, 1 have a 64 
with 2 disk drives, an Amdek monitor, a 1670 modem, and a nitty little 
cartridge which finishes it ail off called the Final Cartridge. I live to 
Bailouville, Connecticut, way out in the middle of nowhere, But actually 
only one hour away from Boston and three hours away from New York 
City. Well, I guess that is all for now, 1 will perhaps write to the subscription 
box to see about one. 

Lyman Cutler Green Jr, Connecticut, USA 

Well lets hope you do subscribe Lyman, then you may see your tetter 
printed. We do have American subscribers, but there is a drawback: 
airmail is ferociously expensive, and surface mail though much, much 
cheaper, is incredibly slow. However, where you are in the north-east of 
the States, you might find it cheaper to discover a Canadian newsagent 
who can post a copy to you regular!/. 

The disparity between what games appear in Britain and in the States 
is easily explained if you look at the way films are released. We get James 
Bond before you because it's a British -made film and you get aimsot 
everything else before we do because almost everything else Is 

Amerfesn-mads, 
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sound has a future against the 
Amiga and 64, as a fnend 
named Jason thinks the 
Spectrum can do better, 
F%ase print an answer to shut 
him up. 

3. This new Acorn computer, the 
Archimedes, is meant to have 
a faster micro processor than 
any other computer, do you 
think, graphics wise, it wilibea: 
the Amiga and also if it ootikj 
be cheap and successful like 
the Atari ST? 

4. Has the 64, 128i- Spectrum find 
Amstrad a chance of staying 
around once the Atari ST Ei nri 
Amiga are being used to the 
full? 

5. Why did Renegade get a 
Sizzler, because I think it's a 
bad conversion compared to 
Other formats? 

6. Why is inspector Gadget - 
Circus Of Tear by Melbourne 
House completely different 
from the one previewed in 
C&VG April issue - it is awful 
and has bugs galore?! 

7. Is if possible for you to 
introduce the silky lough cover 
from THE GAMES MACHINE 
onto your mag? 


6. Please can Mastertronic put 
their 12B games onto cassette 
because the only companies 
who do this are Martech and 
CRL- 

9, This is not a question, just a 
good thank you for doing a 
good fob on the Rrap section 
and another thank you to the 
rest of the ZZAP! team for 
brilliant reviews like Bubble 
Bobbie. 

10, His System 3 got any plans on 
making a Last Ninja if! Last 
Ninja should have got a Gold 
Medaf as Renegade got a 

S^ler 

Keep up the good work, your 
mag is the best. 

6rol Ismael, London 

1) That's a good question - don't 
know the answer. 2) Not really, 
unless Amsbad ch a nge the sound 
department dramatically 3) Too 
soon to say, and price generally 
reflects sales. 4) Yes 5) What have 
other formats got to do with it? 6) 
Ask C&VG 7) Possibly - under 
consideration, 8) Can you 
Mastertronic? 9) Thank you. 10) 
Yes.. 

LM 


I look forward to hearing from everyone who feels a compelling need 
to write to me in the New Year. The address, as usual, Is LLOYD 
MAN GRAM, ZZAP] RRAP, PO BOX TO, LUDLOW, SHROPSHIRE SYS 
1DB. Happy Christmas, 



BROKEN COMPUTER? 

Don 't let it spoil your Christmas. 
Phone for a price or advice — 
e.g. C64 £27.50 + P&P 

TECHNICOM SERVICES 

(SOUTH-WEST) j 

UNIT 5, TRANSOM HOUSE, VICTORIA STREET, 
BRISTOL SSI 6 AH, TeL (091 484) 3460 

3 month guarantee. Also Amstrad, Sinclair 
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BOBSLEIGH ~ is a spectacular simulation 
of a fast and dangerous Winter Olympic 
. Sport. 

k Equip your team, set up your bob and go 
\ for the perfect run. 

Practise on all major tracks with an 
unrivalled feeling of speed and 
Wl cornering until you are ready for the 
World Cup and Olympic Games. 

Join the Olympic team and go 
for gold! 

rifll "spectrum 48/128 C64/128 AMSTRAD CF 

CASS £9 -95 DISK £14-95 



***• ••mm 
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Beyond today’s technology . . . ATF 
Lockheed’s Advanced Tactical 
iter. Climb aboard the aircraft of 
the century and launch across enemy 
territory. Attack or evade enemy forces 
by hugging the 3-D relief terrain. 

Engage advanced on-board systems, plan 
r strategy and swing the balance of 
to your favour. 

ATF is a unique combination of 3-D arcade 
action and military strategy, of 
aralleled challenge. 

Are you prepared? YOU have been chosen to 
fly ATF . . . 



PECTR U IVr 4H/1!f 


C 64/128 CASS £8-95 
DISK £12 95 


AMSTRAD CPC CASS £8 95 
DISK £13-95 







DIGITAL 

INTEGRATION 

WATCHMOOR TRADE CENTRE, WATCHMOOR ROAD,CAMBERLEY, SURREY GU15 3AJ 










COMP 


FOOTBALLS 


GRABS 


To celebrate the impend ing release Of Gremlin's new footballing game, 
Gary Lineker's Superstar Soccer, the friendly folks from Sheffield have 
managed to pin down jet- setter Lineker long enough for him to sign 1 5 
footballs, which they’re giving away to lucky winners of this competition, 
IMot only this, but the first prize winners and 25 runners-up will also 
receive copies of the computer game -so there's plenty on offer! 

Pictured below is Oli's impression of a typical football match - and 
guess what he's forgotten to include? Shock, horror - yes the ball! This 
leads us nicety into the competition, in which, surprise, surprise, you 
have to position a small black V in the place where you consider the ball 
should be. 

The first 1 5 entries who, in the opinion of our panel of know-alls, have 
pieced their crosses in the correct location shall be rewarded with a 
signed football and a computer game, while the following 25 entries will 
receive the game alone. 

Entries can only be accepted using the original picture below, and you 
only have one cross, so make the most of it! Clip out the panel and send 
it, together with your name, address and telephone number, to: I WANT 
A SIGNED BALL COMP, ZZAPt TOWERS, PG BOX 10 r LUDLOW, 
SHROPSHIRE, SYB 1 D6 to arrive no later than January the 1 4th 1933, 

OK. What are you waiting for: Christmas? 


NAME 


ADDRESS 


PHONE 


I 





Pirates! The world's first swashbuckling simulation. 

wiiy r t * ' 
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Micr oProse Software Ltd. 2 Market Place. Tetbury. Gloucestershire GL8 BDA. TeL (066G) 54326. Tlx: 434222 MPS UKG 




Christinas mu 


a restive moots 
/On (therms 
?me sort of 
ivitti raucous 
Jeon In the next 
s}, make your- 
mrnq cop of hot 
qrab a mince 


fifteen seconds), make your- 
self a nice steam rug cup of hot 
chocolate and grab a mince 

pi©. 

Feeling a little bit more 
Chrtsl massy? Good, Wolco-me 
to Ihis years Festive Tips 
Special, complete with post 
pork- out POKEs for effortless 
after-dinner gaming, mega- 
maps to help those inebriated 
with Christmas cheer t© 
negotiate their way around, 
and hints galore -hallelujah! 

Okay - feast you r sell and ge t 
merry. Catch you later . 


GERRY THE 

GERM 

(Firebird) 

Some cheats are impossible to 
find. Others, like this, take about 
throe seconds. Just press the + 
and - keys to progress or 
regress through the levels! 
Thanks to Jonathan Evans from 
Leicester, 
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UBIK'S MUSIC 
(Firebird) 

An interesting little extra in this 
package appears when you try 
resetting the program - a free 
version of PET Space Invaders 
pops up! Thanks to all the read- 
ers who wrote in about that. 


SWAMP FEVER 

p- 

% / — - - r 

Slurp! SLoshh! Squelch! Getting 
stuck in the swamp? If that’s the 
case, use Zoltan Kelemen 's 
Cheat to help you on your 
way . . . 

Load the game, reset the 64, 
and type POKE 12424,44 (RE- 
TURN}, followed by SYS '32836 
(RETURN) to restart. 





■ ■ 



J6 Homer also has some amus- 
ing POKEs for this som« 
dlsaoDointlng vertically 

’ettiup. Load and 1 
game so that you can enter 
I ise , . * 

POKE 321 1 .255 To become 
invincible 

E 3754 ,255:POKE 3908,0 To 
re tho ship autofire 
POKE 3764,255'POKE 3908,255 

To give autofire whenever tho 
ships moves 
POKE 3177,255 Makes 
ram dish out screen data 




eight in seconds. 

POKE 4026,255 
POKE 4045,255 
POKE 4064,255 
POKE 4063,255 

Entering these separates the 
sidoarms from the ship, < 
lively giving you another 

Finally enter SYS 21 98 
to restart, and press F 
the junk off the sc reen. 



CATABALL (Elite) 

More Raymond Holman wonders, to keep your balls bouncing 
longer (oo-eri). Load and reset the game so that these may be 
entered . „ . 

POKE 25132.96 Unlimited time 

POKE 24990,2 34: POKE 24991 ,234 Infinite lives 

And restart by typing SYS 4096 (RETURN). 


DELIVERANCE 
(The Power House) 

Here's the answer to your prayers, if you' ve actually played this 
long enough to want infinite lives. Load the game, reset it (you 
know the routine) and enter the following . . , 

PO KE 5 635 , 2 34 : POK E 5636,234 :POK E 5637 , 234 Fo r infi n jte J rms 
POKE 5663,234:FQKE 5664.234:POKE 5695,234 For infinite 
Bobs 

SYS 7360 (RETURN) puts you back to the action. Thanks go 
once again to Raymond Hefman, for the fruits of his dedicated 
progra m-ba string . 


SOLOMON'S KEY (US Gold) 



Here are some POKEs for this fabulous platform romp from 
Mick M i I Is and Al, which give all sorts of cheaty th I ngs. But before 
all those cheating goodies are yours, you’ll have to type in this 
listing * * . 


Type ft in, insert the rewound game tape into the C2N and RUN 
the program. Once the first part has loaded type RUN (RETURN), 
The main game loads end resets, allowing you to enter the 
following * . * 


POKE 2213,165 Infinite lives 

POKE 6554,66 infinite fireballs 

POKE 4699,0 Infinite time 

POKE 4762,0 To open the door automatically 

POKE 5150, 0 to 31 Change starting level 


And SYS 2053 to start the game. Having done this, you can reset 
at any time, enter more of the above POK Es, and restart again. 


DELTA (Thalamus) 

This action-packed shoot ’em up is made considerably easier 
by Chris Sullivan's mega -useful POKE that stops collected 
weaponry from wearing out. Load the game, reset the com- 
puter and enter POKE 2386,0 (RETURN), Type SYS 6000 to 
restart. Chris warns that if this is used, you should select music 
ON during the game before resetting, or it crashes when you 
restart. 


INTERNATIONAL KARATE 


(System 3) 


if you're tired of just slugging 
away for hours with this old 
classic, you might bo interested 
by these POKEs from JG Homer 
of Long Eaton, Notts. Load the 
game, reset it, and enter ONE of 
the following . . . 


POKE 3887,50 


POKE 3867,128 
POKE 3887,60 
POKE 3887,1 90 


Restart by entering SYS 2 n 2 (RE- 
TURN) for Some rather unusual 
effects when hits are scored. 
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JOE BLADE (Players) 

This brilliant shoot 1 n 1 search is made easier for all you prosper 
live rescuers by Zoltan Kelemen of Sweden, who supplied us 
with this listing; 


;T f c T ° 59ai "hST POK 6 '■ A:C -c 

/• SK; 75 ' ° _ 

« ****. 140, g , 76, 3 J 


Once the listing is entered, SAVE it for future use (a useful tip 
for all listings), put the rewound game tape into the cassette 
deck, RUN the program and press play on tape-. 


MOUIMTIE MICK'S DEATH RIDE 
(Ariolasoft) 

We newer got round to reviewing this. Still, Raymond H'efman 
from Delft in Holland, has supplied these POKEs for one that 
somehow slipped through the reviewing net: 

Load the game, reset the computer and enter these , . , 

POKE 4465,234 rPOKE 4466,234 For unlimited lives 
POKE 12637,234 POKE 12638,234 For unlimited bullets 
POKE 4264,1 in 9 To change the starting level 

And when you Vo 1 1 nished POKErng, type SYS 4 096 (RETURN) to 
restart the game with your selected 1 alterations! 


MEGA APOCALYPSE (Martech) 

A deluge of tips for this hi-tech carnage descended on ZZAP! 
Towers this month - the pick of the bunch follow. Load the 
game, reset the computer and enter the following . . . 

POKE 22589,1 For more stars, 

POKE 21 841 ,170: POKE 21 642,72 For a music re-mi*, 

POKE 32417,173 Infinite lives Player 1 
POKE 32509,173 Infinite lives Player 2 

Once you’ve made your changes, restart by typing SYS 22562. 
Thanks go to Razwar from Denmark, Mick Mills and A), Craig 
Gizmo 1 Procter of Tasmania, Australia, and an unknown con- 
tributor who gave us the stars and music POKEs. 


CHALLENGE OF THE GOBOTS 
(Reaktor) 

Having problems with this Sheep in Space clone? it’s a little bit 
on the hard side isn't it? Well, here's Per Thormod&en, from 
Gjovik in Norway, with a set of infinite lives POKES to make it 
infinitely easier. 

First, load the game and reset the computer so that these can 
be entered , . , 

POKE 29311.234 
POKE 29312.234 
POKE 29313.234 

And SYS 14304 (RETURN) to restart the program with an infinite 
supply of Go hots. 



RED LED (Starlight) 

fresh from Mick Mills am; 74 comes a plethora of cheats for this 
excellent 3D arcade adventure. So it’s eyes down for a listing, 
ladies and gentlemen , . . 


Z IE T <632 Or _ 

ERROR":e ND S ~' 59 ™ EN PR WT ’'DATA 

"DATA OK" 

j " ,, n ATA ,6 °- T6 Q 1S£ O 
r • ^DATAKB, J18 ,RQ 

I £°*L* H1 - 12l ’- ai 1«55 K fl6B EVa 0PEN 

» f^ T T A B0M BS AUTOMATIC < 


Type this in, deleting the cheats you don’t want and RUN it. 
Type LOAD -RETURN), and when the first part has loaded 
enter . , * 

POKE 1011,102 
POKE 1012,254 
RUN 

When the computer resets, type 

POKE 816,167 
POKE 31 7,2 
POKE 16501,66 

And SYS 16384 (Return to start loading. 


FREDDY HARDEST (Imagine) 


In this new release, the second 
level is accessible only by a 
cede, given when the first sec- 
tion is completed. If you're hav- 
ing problems battling through ft, 
or ere getting bored entering all 


the numbers from 1 to 39,999, 
Ronnie Farrington of Birkenhead, 
Merseyside has the information 
to put you out of your misery: the 
code is 25425. 


ARCADE CLASSICS (Firebird) 


it you really MUST have them, 
here are some POKEs for this 
nostalgic budget package. Load 
the program, reset that holly- 
strewn 64 and enter „ „ , 

POKE 4136,255 For 255 Space 
Invader bases. 


POKE 19463,255 For 255 
Asteroid ships 

Finally, SYS 31 506 (RETURN) for 
trouble-free action, courtesy of 
Richard Hawkinsof Woking in 
Surrey, 


When the going gets tough, the games player enters POKES. At 
least, he does in Starfox, using Zoltan Kelemen’s cheat. Simply 
load the gome, reset that computer and enter POKE 35156, 1 65 
(RETURN), and SYS 32760 to restart. 
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TIPS 


WIZ (Melbourne House J 


If you were unlucky enough to end up with this dubious quality 
cross between Gauntlet and an arcade adventure and are 
finding the going a little tricky, don't worry -Zol tan Kulemen has 
supplied a brilliant POKE to ease your troubles. Simply load the 
program, reset the machine, and enter POKE 9652 ,36 (RETURN), 
followed by SYS 2051 to get going again, 

Zollan also mentions a cheat mode, accessed by a spell, This 
is obtained using the following runes: 



URIDHJM + { Hewson J 

Mick Mills and AJ provide some more unusual PGKEs, which 
start with the following listing; 


•i 1 0POflA_j 7STri „ 

•J+B:N0ff iFT ° 3? 0:REAOB'POk:j^ a c 
JfflHQB- ,FT ^1 W Then 

J 20 S Vo Oft UATa 

u&V'S578 ] J ; p OKF , J __. 


:;’SS’r , '"''* svs “ TOWKe 

,Siu ^s3.7e.ns, 


Check the listing and SAVE it for future use if required. RUN it, 
having pul the rewound game tape into the cassette deck, and 
press play on tape. The program loads and resets, allowing the 
following to be entered . . . 

POKE 3626,0 Soring old infinite lives 

POKE 3567,1 69: POKE 3563,0 Total invulnerability 

POKE 4591 7,44:PGKE 4591 3, 1 Allows you to choose the level 

you wish to start on using F5 S the volume control 

POKE 1 927, 1 65:POKE 1 928,149 Allows you to VIEW the ship you 

wish to start on also using F5, the volume control 

The big problem with this is that Mick and Al forgot to include 
the SYS call, so it’s guess the number time. Perhaps someone 
can oblige? 


LAST MISSION (US Gold) 


Zoltan Kelemqn is back with 
(you‘11 never guess) POKES tor 
this mu lli-direction ally scrolling 
blast. Simple enough, just load 
the game, reset it, and enter this 


teensy weensy squidge of won- 
derment: POKE 7927,12 (RE- 
TURN) and restart by typing SYS 

14046, 



Alright, so you might be extremely Impressive at combat, abie 
to decapitate opponents right up to the seventh le vel, but when 
you eventually meet Drax - icarambal An instantly carbonised 
pile of charcoal. Well, Mick Mills and Al have a ‘total invulnerabil- 
ity' listing to help defeat the evil wizard. Just type it in, RUN the 
listing and press play on tape. 

By the way, can anyone find the POKE that makes Maria’s 
clothes drop off? 


• I goto 10 ' 2 

•/f syss^-po - F Boise 

^7,7 S:Poke 

° Ke ,2 69,1;SVS 


** 100 DATA 169 c i,, 
^20 DATA?6 % 4 ^.S4,^ 


133, f gg q u 

147 -SS. 133 



SHAO-LINS ROAD (The Edge) 


Ahl Some invincibility POKEs for 
this unspectacular platform 
game from Denzil and Shortstop 
WS. Load the game, reset it and 
enter . < . 


POKE 17187.234 
POKE 171 88, 234 
POKE 17189, 234 

And SYS 1 64Q6 to restart with 
zillions of lives. 


HYBRID (Arlolasoft) 

Zoltan Kelemen appears again, this time with some POKES for 
this low-profile strategy arcade adventure. Load and reset the 
game, so that these can be entered . . . 

POKE 13733,0 
POKE 13933,0 
POKE 13853,0 
POKE 14068.0 
POKE 13793.0 
POKE 14003,0 

And SYS 4960 [RETURN) restarts the action. 







BUBBLE BOBBLE (Firebird) 

Great secrets of the game world number 1367: The Secret 
Room. Simple, realty. Go through to level 20 without losing a life 
and a door to the bonus screen appears. If you manage the 
same till level 30, another one pops up, and on 40, 50 and so 
forth. Note that d uring a two player game, one player can afford 
lose a life, but if both do, the room doesn't appear. 

Another small tip; if you collect a dome or cone shaped 
object, you receive a huge fruit or jewel as a bonus. Just before 
popping he fast bully, pump out dozens of bubbles, as these all 
turn to jewels or fruits when the main one appears* 

Thanks to Ashley Dawson, from Llttlebo rough in Lancashire, 
for those juicy tips. 


INTERNATIONAL KARATE + 
(System 3] 

From within the bowels of our ends, pause and unpause the 



very office comes a wild 'n f 
whacky tip. If you've just been 


game to make your man stand 
up] Be prepared for action! 


floored and expect to be on the though, as you often go down tn 
ground for a few precious sec- the thick of things. 


RE-BOUNDER (Gremlin) 


No sooner is a game out, than 
some heartless hacker has its 
electronic intestines all over hts 
rnonitor/disassembler. Another 
cruel victim of binary vivisection 
lies here, under the software 


knife of The Paperboys. Type in 
the listing below, put the cas- 
sette into your G2N, press play, 
and type RUN (RETURN) to load 
the game with infinite lives + . . 





•;c 

•: 55 ;® 9 ; 55 uf; jg 141 
» T 7 f D 197 

,f fODCMTA 0 4 %Z'l ' 1W - 0 ' M « ’ ,S9 

I > 10 DATA 4 ,i 3 ?; 22 < 32. 206 iff' ** 157 
1 ,2 ° data S3 : 51 ■ 32, 63. , , 6 ff; M. 0 
! 130 O aT ; ”i ’• 169 , 234 m,,? 952 ' 32 


i* 


*i i2o nr;r ^ i «, si. aa' » ‘ i ?- 245 - 0 


0,0 


DONKEY KONG (Ocean) 


There's life in this oM dog (or 
should that be ape) yet, as 
Ocean proved a while ago with 
this remake of the arcade class- 


ic. If you ‘re still useless at it, Mick 
Mills and Al have provided a 
totally over-the-top listing, 
which makes the game ludicr- 
ously easy. Here It is . . . 


hOATA ERRofl 7 ''’ 31800 ^ Ti 3863 
■ 3 Sy S 36855 


T + 0.IF 

tnew print 

J io data 32 ? n 

J m ^141 Dc *■ 1 ^ 225. 152 Hn. 

I •: 11 Data, 4MB 6 , 9 3® ’ ' 3 235 ' ,69 - i-M. 

n.i -r ' Q[ > J T 


, iada t a ) 69j165 


■'^STTES fhfEF- 

^DA^, 7 f ,1 <1. 163.33;^,^^ 


LIVES f 
r 


You should know the routine by now, but here ft is anyway - 
type in the listing, stick the rewound Donkey Kong tape In the 
cassette deck and type RUN (RETURN). 



SPACE HARRIER (Elite) 


Now a completely and utterly 
pointless POKE that lets you 
knock up an absolutely enorm- 
ous high score without doing 
anything* Just load the game. 


reset the computer and enter 
POKE 6666.234 (RETURN), Now 
restart by typing SYS 2126 (RE- 
TURN) and everything self 
destruct s a s ft comes on screen ! 


DOOMDARK'S REVENGE 
(Beyond] 


Now you f d better get your con- 
centration up for the next one. 
as it r s a bit complex. Jeft Davis 
from Peterborough in Cambs 
has sent in a mega-listing for 
this mega-game, which gives 
you an amazing power- you can 
recruit Shareth from the charac- 
ter menu and see where she is. 
When on any character's view 


screen, press 'Z' followed by the 
select key (INST/DEL 1 and you 
should find character number 4 
is Sharetb. Once you’ve 
finished, you MUST return her to 
computer control, or she won't 
move, so press 'X' on any view 
screen, To begin with, get typ- 
ing . * „ 


^ i ^ViFTc^. 

•! ioi. in &?**»**„ 

'! 'ZODATaL? ^ 240 - 243 - 133 Pin ‘ ta ’ 5 ' ,73 
i i3o data o°Lf° 24 °- ’9 sofa-i , 16S ' 2, o 
i *A0 DATA 20, n 25S ' 7 ®. wToff’ *■ ,8 ° 

'so data ^ T 3 f 1 24a - ®, 141,234 ° ;' 3 ’ 4 - 139; 
160 Data inn 3 *' ' 76, **’ 105 1 7 ? f P 1 69r °> M T 


SAVE and then RUN the program. Type POKE 43 167 POKE 
44,2:: POKE 45,235.P0KE4e,2;CLR (RETURN), Insert a blank cas- 
sette or disk, and type SAVE " DOOMCHEAT” (RETURN) (to save 
to cassette) or SAVE ,, DOOMCHEAT r, ,fi (RETURN) (to save to 
disk). This saves the machine code. 

Load Doomdark s Revenge, and reset it. Next, LOAD the cheat 
game using LOAD "□OOMCHEAT , ' 1 1,1 [RETURN) (cassette) or 
LOAD "DOOMCHEAT’Lfl.l (disk) and type: 

POKE 2048. !62:POKE 2049. 255POKE 2050. 154:POKE 2051. 
32POKE 2052. 12B:P0KE 2053.9 (RETURN) 

POKE 26944, 76:PQKE 26945, 167:PQKE 26946, 3:SYS 2048 (RE- 
TURN) 

The game should now restart with the cheat working. 

As an added bonus, if you want to find out where Morkin is, 
instead of Shareth, change the four single + 4’s in lines 1 30 to 1 60 
to *1*s. 
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BACK TO 
REALITY 

(Mastertronicf 


This rather poor arcade adven- 
ture is made a little easier with 
the help of the following POKEs, 


Load the game,, press 'O' on the 
title screen to reset the com- 
puter and enter either of the fol- 
lowing . . . 

POKE 27337,96 (To stop all 
sprite collisions) 

POKE 20109,173 (For infinite 
lives) 

And restart the action by typing 

SYS 163&4, 


COSMONUT (Code Masters) 

This isn't exactly brilliant, so if you'd like to spice up the action use 
these PQKEs. First type POKE 43,255: LOAD (RETURN) and press play 
on tape. 

When the READY prompt appears type * , . 

POKE 43,1 (RETURN) 

IS POKE 2530 ,226: PO K E 2531,252 (RETURN| 

Now type RUN (RETURN). When the computer resets, enter any of 
the following . . . 

POKE 32672,1 73: POKE 327 16.1 73: POKE 32773.173 (For Infinite 
power and ammo) 

POKE 44264,1 73 (Stop sprite collisions in waste chute game) 

POKE 334 76.1 73 (Infinite lives only on main game) 

POKE 30673,1 73 (Infinite lives only on megalaser room) 

POKE 44960, 1 73 (Infinite lives only on waste chute game) 

POKE 3231 7.96 (Infinite lives on every game) 

POKE 32244.0 to 1 00} (Extra power} 

And then start by entering SYS 31 744. Thanks Sean and Adrian Meads 

(again). 


QUEDEX (Thalamus) 


There we were, sitting in the office minding our own business, when 
who should burst Into the room but Finland's finest; Stavros 
Fasouias. He’d just popped in to say a last farewell before trooping 
off to join the Finnish army for a year. Before he went h* left these 
very useful Quedex cheats. When you use them, think of poor old 
Stavvy, sitting on the Russian border, freezing to death „ . . 

Plane 1 : Complete all but the last section, first, and move on to the next 
plane. When time is running short, go back and complete the final part of 
the plane - it's a simple way of getting extra lime. 

Plane 3: On the right hand side of the plane ore eight teleporters. All but 
the second from ihe top are protected by invisible walls, so go straight 
for it and don't bother with the rest. 

Plane 4: In this mini racing game, save some jumps and leap Over the 
goal to get an extra 36 poi nls and a chance to partake in the race a gai n . 
Plane 6 : Don’t j u m p for the q.u estion mark surrou nded by deadly squares 
- it's only worth an extra jump, and you waste two getting to ft! 

Plane 7; Collect all the extra time, and have under 1 00 units of time left 
to enter a treasure room . . , 

Plane 8: The green screen is the easiest, having several routes to com- 
plete it. The rest have only one way to complete them. ■ 

Plane 9: Every extra speed cross not picked up yields extra points at the 
end of the screen. 

Plane 10: Avoid the lifts on the first senes of conveyor belts. On the 
second series you must use them to jump onto the platforms. 

Cheat mode: Try inserting the Thalamus phone number in the designer 
mode and changing the last digit for different effects and messages, 


^ m 

Duptoexlrn editorial pressure 

s, Tm afraid it ha 

s become impassiLI :> 

lor rno to manage the lips sec 

tion - so as iron 

next month, ex-play 

To Win fellow Diin Gilbert will 

be Taking over. 


So, it’s a final goodbye. Be 

fore 1 go, may 

say a very, vary big 

THANK YOU lu all of you who' 

ve helped make lh is section the most 

popular in the mag. Special m 

on i tons must go 

lo Jim B|#ckler, Zolhii 

Keiernen, Ttm and bin Fraser, f 

4ick Milts . i nd A 1 , 

and Scan and Adrian 

Meads lor their continued suj 

jport, not forget 

ting all those who'vo 

continually sent in* heir tips, P 

'iKEs, maps and 

tho like. Without you 

the tips would hove never hap 

perred. 


Okay then, (sniff) 1 guess Fll 

see you around 
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Shin fathom Kikflleu Cflhrp. 
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LATEST SNK COIN-OP TITLE 
NOW AVAILABLE FOR YOUR 

HOME-COMPUTER 


Soldier 


is a massive 6 level 
scrolling platform 
game with all the 
features of the 
arcade original... 
addictive and 
compelling 
gameplay with 
hosts of hidden 
extras. 
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THE SENSIBLE GUIDE TO 
CONSTRUCTION 


Hands up all who've bought the Shoot 'em Up Con- 
struction Kit, but don’t quite know what to do with it 
Hands down. Sensible Software’s Jonathan - Jops r 
Hare is here to explain how to get to grips with the pro- 
gram, and have fun with a little Sfap ’n J 77cfc/einthe pro- 
cess. 


The Shoot ’em Up Construction 
Kill is like a game of chess: it 
doesn r t take lo ng to gra sp the fu n - 
da mentals of what to do and how 
to do it, but it could take a lifetime 
to master the infinite subtleties Of 
its machinery. 

It’s for this reason that I’ve 
decided to pul together an exten- 
sive document of tasty SEUCK 
hints, tips and info to help 
everyone, including ourselves, to 
fully understand just how unbe- 
lievably fantastic the latest Sen- 
sigame really is. 

If s possible that your first reac- 
tion to SEUCK is: ’Good God! 

Where the Hell do I start?'. How- 
ever, after a soothing rub-down 
from: a Swedish masseur and a 
refreshing cup of piping hoi water, 

It's advisable that you sit down and 
re-adjust your perception of the 
whole Cosmos. SEUCK is not the 
sort of creature that Is laid into 
straight away. Don’t sharpen your 
knives and prepare for the kill — 
you'd be best off taking at least 
three picoseconds of your pre- 
cious time to think out, at least 
roughly, what you’re trying to 
achieve. What are you trying to 
prove, you filthy, ugly nobody in 
the software world (not yet any* 
way). Ha! Ha! 

Enough of that, now for the sen- 
sible stuff (double Ha’ Ha!), OK, as 
you know, SEUCK is a very ver- 
satile tool - it can offer you still- 
screen games such as Robotron 
2084 (remember that) and 
Gauntlet, or classic arcade scrol- 
ling games like Step Fight 1942. 
Astro Wars and that perennial 
classic. Kill the Evil Alien Bar Stew- 
ards. 

If required, g ame ty pes can skil- 
fully be combined: a bit of scrol- 
ling, a bit of pushing and a bit of 
still-screen, to give you a truly 
awesome genius of a gem - the 
software of the 90“s perhaps. 

It's advisable to master each of 
SEUCK 1 s separate utilities - Edit 
Sprites, Edit Background, Edit 
SFX, Edit Objects and so on - 
before you embark upon your first 
chart-busting wonder. For this 
reason I suggest that you start 
your induction course by loading 
one of the four free games in the 
module and then breaking into the 
editing menu. By pressing the 
space bar, you can proceed to 
destroy all my hard work. For 
instance, load Slap 'n ’ Tickle, and 
from the main menu, select EDIT 
SPRITES and find the main ship's 
sprite. Now the fun begins. Press 
‘E r to erase the sprite - of course 
you’re sure - and deface the 
em pty sprite with a portra it of your 
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favourite Page 3 Pin-up! 

When you're quite happy with 
your artwork, return to the main 
menu and TEST GAME, Bingo, by 
jingo! Now you’ve got your favour- 
ite shoot 'em up starring your fav- 
ourite foxy chick. What's that 
you're saying? When you turn 
sideways it goes all funny? That's 
because your player/ship »$ a 
directional object, and when you 
bank sideways, the sprite tilts 
through the air, just like a real alien 
spaceship does. 

To alter this horrendous ugly 
mess, simply EDIT OBJECTS and 
select Player 1 ship. Press F7 and 
fin d your loveiy lady i n the top right 
hand hox by running through the 
sprite stock. When she appears, 
press fire and you can plonk her 
down until she fills all IS places in 
the OBJECT, Just keep on push- 
ing fire and moving the joystick - 
you'll get the hang of it. 

Now go back to the game you 
will see that Miss Big ’Uns is a per- 
fect specimen, as flawless on the 
screen as she is in the flesh. 
Change the SFX for Player 1 Fire 
and you can make her howl with 
pleasure every time she fires. 

There, wasn't that just too fast 
and simple for words. . . . 

Obvio usly , I could go on forever- 
talking about little alterations you 
could make to the game included , 
but it seems to me that the easiest 
an d most informative way to cram 
these pages full of hints and tips is 
to give you a detailed rundown on 
exactly how I went about crealing 
al I of th e fab free games that come 


with SEUCK. So, here we go with 
a utility -by-utility account of the 
creation and manipulation of . . , 

SLAP ’N* 
TICKLE 

The basic idea of Slap 'n ' Tickle is 
to show that SEUCK is capable of 
creating a straightforward scrol- 
ling shoot 'em up, well up to and 
above the stand ard of t he average 
C64 blasters available at present. I 
wanted the game to be free flow- 
ing and easy to get into, so it's 
done in the classic 'full-screen 
scrolling with a mothership at the 
end of each level' style, 

Although every game is con- 
structed by constantly changing 
from utility to utility in order to 
make the whole thing fully opera- 
tive, I've decided to divide this 
piece up into separate utilities in 
order that I may explain myself a 
bit more clearly. If you know what 
I mean Harold. 

EDIT 

SPRITES AND 
OBJECTS 

Here we are talking graphics and 
graphi c techn iques , The first thing 
one must decide when designing 
graphics is from which angle the 
action is being viewed - in Slap's 
case, from above. After that 
comes the direction of the light 
source (if there is one). This is 
essential to determine which 
direction shadows might fall, and 
in bas- relief g raph ics to determ ine 
which edges of an object are high- 
lighted - that is, def i nod with a ligh t 
colour - and which edges are low- 


lighted or defined with a darker 
colour. This technique is used in 
order to give a more 30 look to 
graphic images. For Siap r n * 

Tickle , I’ve imagined the light 
source coming from a point 
around the top left hand comer of 
the screen - hence al I sh adows fall 
towards the bottom right,. 

Once these things are sorted 
out, you then have a minor 
dilemma on your hands. You see, 
Commodore multicolour sprites - 
the format of all SEUCK sprites - 
are created from three basic col- 
ours (the background colour is 
transparent). Two of the sprite col- 
ours, onoe selected, have to be 
used in every single sprite in the 
entire game,’ so you have to be 
damn sure where you want them I 
Choose wisely, or you could regret 
it later. 

With Sfap 'n ' Tickle , \ plumped 
for black and white as they're 
nicely contrasting for a sharp light/ 
shadow effect, and they're also 
the strongest colours on the C64, 
really bringing the sprites to life 
and making them stand out from 
the relatively pastel background. 

PLAYER 1/2 
SHIP 

This is basically straightforward, 
being a rounded triangular shape 
with a dome in the middle. Note 
the shading and light source I was 
prattling on about. Once I was 
happy with the design, I pro- 
ceeded to copy the ship into the 
next vacant sprite using Chris 
Yates’, “Oh such bliss to use' 
sprite copier and proceeded to tilt 
the ship slightly on its side and 

► More blasting chuck les with 
stap W Tickle 



311987 



| adjust tha shading accordingly. 

This is really a process of trial 
an d error as to what looks best To 
give yourself an idea of how you 're 
doing r press F 1 to select the sprite 
and go back and forth between the 
two sprites you're animating, If it 
looks good enough, thumbs up -if 
not, try again. This process isn’t as 
hard as it first seems with a bit of 
practice. 

Anyway, I took my tilted ship 
and copied it to th© next vacant 
1 sprite, mirrored it so that the ship 
was tilting the other way and 
adjusted the shading accordingly. 
Simple eh! The next task was to 
Select EDIT OBJECTS, and put the 
Player 1 1 ship on an even keel 1 
sprite into the forward, backward 
and neutral directional slots, I then 
put the ‘ship banks to ihe left 1 
sprite in the left, and the 1 ship 
banks right sprite' inthe right- it’s 
easy when you know how. 

TURRETS 

The turrets are custom designed 
to sit on top of the towers — it's not 
just a fFuke. The main thing with 
these was to create a long, smooth 
animation sequence that didn't 
use up too many sprites. The 
closing frames are the opening 
frames running backwards, and 
the spi nni ng crossguns are m erel y 
three frames of a cross at different 
angles to give an appearance of 
rotation when animated. The turret 
is also held closed for a few frames 
in order to make the object seem 
more solid . 

Incidentally, the Copla aliens 
use a similar technique of a 
sequence of frames repeated to 
give the impression of rotation, but 
the Gopta has a four frame 
sequence. 

MOTHERSHIPS 

The Dragon and other 
Motherships are literally pieced 
together using JOiN ENEMIES. 
Each sprite was designed with 
careful attention to creating a 
clean join between neighbouring 
sprites in the finish ed alien. Again, 
for the Dragon's wings I simply 
copied and mirrored the sprites 
and adjusted the shading. Take 
note - this is a very usefut 
timesaving technique, 

The Strobes are |ust a circle 
made from different sized rings of 
the sprite colours, with colours 
switching positions to* different 
rings, and animated to give th© 
impression of rings constantly 
appearing, expanding .and 
disappearing. 

The Chessboard bullets use 
another simple technique of 
shrinking a shape accordingly. 

Also note the way th© shadow 
animates with the bullet, 

^ All the sprites except the Player 
Ship hav© shadows, and they're 
there in order to lift the sprit© from 
the background, Obviously, the 
Player Ship is that much further 
from the ground, and the shadow 
would normally be cast that much 
further away from the vessel. This 
isn't possible to show with 
SEUCK, so a shadow was omitted. 

For a game with many 
geometrically based enemies like 
SEUCK, a simple, logical, 
mathematical approach i$ often 
the best way to produce good 



animation sequences, but don't let 
an obsession for geometric 
accuracy overshadow your artistic 
eye. 

And now -yes, yes, yes, It's . , , 

THE 

BACKGROUND 

The background hasthree colours 
w h ich m ust be u sed in ©very block, 
and one that may be varied, I 
wanted the Step "n ' Tickle 
background to be quite soft, but 
still have some pronounced 
shading, and also some spec© 
scenes - so I chose btack for 
space, and yellow and dark grey 
to Create a soft, but still 
contrasting solid backdrop. 

I constructed bits of the map 
with pathways, so that the tanks 
could run up and down them. To 
save tediously piecing together 
each block, I used COPY BLOCK 
mode and just edited the minor 
Changes for pathways to each 
block afterwards, This technique 
is used a lot when defining blocks 
for a specif ic area of the map. such 
as the Chessboard. 

Running out of blocks can be a 
problem, but things like outer 
space and the motorway are real 
savers -repetition can work with a 
little imagination. 

One thing that was important 
with Step ’n 1 Tickle was to make 
sure the still screens looked 
impressive, so the final screen of 
each level was given particular 
care in preparation. 

OBJECTS 

Enter the EDIT OBJECTS menu, 
press 'E 1 , and you can really get 
down to fine detailing the little 
nasties. There are many things of 
interest I could point out, but her© 
are the juiciest bits of gossip |i can 
think of. 

By making the fire rate of an 
object equal to the animation 
speed, mu Itipl ied by the amount of 
frames in the animation sequence, 
it's possible to synchronise th© 
f i ring of the object to t he f i rsi frame 
of th© animation sequence, What 
a mouthful! Examples of this are 
the turrets and the motorbike and 
armoured lorry on the motorway. 

By giving the Mothership 
sections different firing directions 
and bullet objects, spectacular 
and hard-to-avoid tiring effects 
are Created painlessly. Try playing 
around with these, 

Little touches can be added, 
such as th e chess pieces req ui ring 
as many hits to kill as they are 
worth in pawns in a real game of 
chess, and creating turrets of 
different strengths so that the 
tough ones fire taster bullets more 
often and require more hrts to kill. 
Oh - the list is endless , , . 


ATTACK 

WAVES 

This is the make or break of the 
game - but watch out in case you 
run out of units, Economy is the 
key word - there are sections of 
the map in Slap n ' Tickle which 
aren't used, largely because w© 
had no attack wave space left to 
put aliens in these areas. 

The ATTACK WAVE EDITOR is 
unbelievably easy to use. Paths 
were created for the tanks, and 
using the Attack Wave Editor I 
easily got them to follow ihem like 
the stupid sprites they are. 

The Coptas on later levels take 
off from one siarport and land on 
another, and the chess pieces 
move just like real chess pieces 
do, God, if s so good. 

One technique to note with the 
Attack Wave Editor is to start an 
enemy’s movement pattern 
beyond the perimeters of th© 
screen, so it actually appears to 
scroll on with the landscape. 
However, the /Vemeste-like spec© 
spinners are sometimes 
deliberately made to appear in the 
middle of th© screen for an added 
element of Surprise, 

The Motherships are joined 
aliens. Simply fake the first part of 
th© ship and move it in the desi red 
path. Watch you don't run out of 
flight path - 1 did many times , You 
can now construct the rest of the 
Motherships using JQIM ENEMY, 
and there is no need to pul in a 
flight path - SEUCK will work it out 
automatically. Simple eh’lf 

Basically, the secret of good 
attack waves is a lot of selecting 
a n d re-entering u nti I you get it just 
right, A lot of game testing is 
advised at this point, and you may 
need to play around with the 
alien's firing rates and what have 
you. 

EDIT LEVELS 

So now you'v© got a fantastic 
game with no noise! The only reel 
so u nd of any n ote i n Slap 'n ' Ttckfe 
is the whirring at the beginning, 
which i s in fact th© con li nual sound 
of tanks firing. This sound effect 
has a very long decay, so it ends 
up looping into the next fire, The 
motorway noise is based on a 
simi lar pr incipal h made up from the 
firing of all the vehicles plus the 
player start noise, which I am really 
proud of. When both players start 
at once you hear a chord. Th© 
same sound effect is used for both 
start sounds, but one is five 
semitones higher than the other, 
Musical - that's what we are her© 
at Sensisoftf 

The start and finish of levels are 
quite straightforward, but when 
you've com© to the end ol a level 
and wish, to have a still screen, you 
have to redraw in order forth© 


a liens to uppea r. Not© the way that 
pieces of map can be missed out 
and other pieces, like the still 
screen with the freaky border and 
the Mothership, can be re-used 
without any hassle, Just slot it in 
wherever you fancy, end don't 
forget to loop at the end of your 
sequence of levels. 

Also, check the liming of any stilt 
screen levels, I had to spend a little 
time adjusting the timing so that 
the screen moved onto the next 
level just after the Mothership had 
d isappeared , as opposed to m i les 
after it, or whilst it was still battli ng 
away. 

PLAYER 

LIMITATIONS 

Once you’ve finished your game, 
the final task is to decide how 
much help to gi ve the p layer. How 
many bullets at one time, and how 
much of the screen can be 
navigated? I decided to be 
generous and give Players i and 2 
loads of bullets and virtually the 
whole screen to ptay with. It's 
more fun that way after all. 

FRONT END 

Yes’ The really fun bit, I knocked 
up a naff character set, cracked 
loads of person a I jo kes , and bi n go 
-a wild 'n 1 whacky front end. Who 
needs a scrolling message? 

Remember, you can approach 
the SEUCK utilities in any order 
you want (within reason). There are 
no rules as to the perfect method, 
but a modicum of planning is 
needed or you could have a fabbo 
attack wav© on a section of 
background that you've forgotten 
to actually include in the game 
Got my drift? What a laugh eh! 
What a ruddy laugh! Haf Ha! Ha! 
What a SfUCKERyou are mat©! 

Ha! He! He] Ho! Ho! Cor Bli mey 
Guv'nor - what a Corker!! 



So that's Slap 'a* Tickle out of 
the way, but don't despair - 
Jops will be back from the 
psychiatrist in time for next 
month's spine-chilling 
installment of: Th© Sensible 
Guide to Const ruction. Be there - 
you know it makes Sens© , . , 
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► Officially licensed from the greatest 
motorcycle racing gome, the thrills are so 
real we considered making a helmet 
compulsory. 

k Four skill levels. 

► Four music tracks. 

k Push your turbo charged racing machine 
into 18 progressive stages racing across 
Asia, Africa, America and Europe. 
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MqlHEK SUPER $i 


/WAT THE 


A 


Arcadia, Maslertronic's arcade Sports Simulation and Arcade 


subsidiary company have just Action, and each one boasts five 
released the Super Select System, different games - some new, and 


a multiply arcade machine based 
around their Amiga board system. 
The system comes In two formats: 


others which might just be recog- 
nised by 64 owners . , , 


Tfc SP ORTS SIMULATION 


Like the Arcade Action package. 
Sport Simulation offers a wide 
variety of games, most of which 
have been converted from the 
home computer format, 

■ One of the most notable conver- 
sions is Arcade Leaderboard , a 
slightly tweaked version of the 


classic Commodore golfing game 

alt the 


which manages to retain al 
original's playability. The course is 
played against a lime limit, and 
trees, bunkers, rivers and lakes 
make the going extremely tough. 
There are extra features too, 
including sampled voices, an ani- 
mated Instruction screen and map 
of the course. It's certainly an 
unusual and very entertaining 
arcade game - go for a round. 

The highly successful budget 
darts game, 180 , has been given 
the arcade treatment and renamed 
Worfd Darts . The gameplay is vir- 
tually identical to the computer 
game, and the player challenges a 
series of increasingly adept com- 
puter opponents at a match of 
501 . The graphics and sound are 
both superb, and the gameplay 
has a lovely ‘ fee 1 1 . World uarts ran ’t 
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► Uning up i shot In SporrTIm# Bowlins 


Darts - without t he obaslty, Eangar and c i garotte smoke 



the sort of game you'd expect to 
find in an arcade, but it's surpris- 
ingly addictive and welt worth try- 
ing out. 

SportTime Bowling is a very 
weak bowling simulation based on 
the dire Strike budget game, It 
doesn't play well and lacks the 
'feel 1 so vital to capture the thrills 
of bowling. Even the graphics and 
sound are poori Not one to break 
open a piggy bank for . . . 

Offering more in the playability 
stakes, but still suffering from 
weak graphics is Sport Time Table 
Hockey , a simulation of the one- 
on-one air hockey games often 
found in seaside arcades. The fast 
action is enjoyable at first, but it 
doesn’t take long to lose its app- 
eal. 

Pool is a difficult game to con- 
vert to a video format, but Arcadia 
have managed to capture the 
game's feel and spirit with Pool 
The ball movements are very 
realistic, and the game has a lovely 
'feel'. Pod is definitely one of the 
best games of its type, and should 
be checked out. 

Arcadia are also planning 6a$- 
ketball. Football and Tennis simu- 
lations especially for the Super 
Select System - we'll keep you 
posted. 
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ELECT SYSTEM 

ARCADEACTION 


► Xenon's f abufmis b as - re I ief graphics are conn plernented by 

fast a rid furious action 


The Arcade Action set-up offers 
five games, ranging from a tradi- 
tional beat ’em up to an unusual 
future sport concept. 

Ninja Mission is a conversion of 
the similarly named Commodore 
beat 'em up/areade adventure. 
The player takes control of a Ninja 
hero and enters the evil Akuma's 
palace to retrieve seven stolen 


jade idols, a task which involves 
battling gangs of marauding 
guards. 

The graphics are excellent, with 
lovely character animation, and 
some neat backdrops. It shouldn't 
take beat 'em up experts too long 
to complete the mission, but 
proves highly enjoyable nonethe- 
less. 


► The Ninja tights his way through Afcumaft palaeo 


► The first of many hazards Xenon has to after 


Blasts Bali is based on the mil dly 
addictive Commodore game, 
Hyperfjowf. The scrolling action is 
viewed from above and involves 
taking control of a ship and driving 
a largo moving puck into the oppo- 
nents’ goal. The concept is very 
simple, and unfortunately doesn't 
hit the mark as an arcade game, 
The graphics are colourful, but the 
gameplay just Isn't addictive 
enough to spend more than a few 
ten pences on. 

For shoot ’em up fans there's 
Xenon, a vertically scrolling ' prog- 
ressive’ blaster in which a craft 
capable of changing from tank to 
aircraft is guided through 16 sec- 
tors of frenetic action. As the mis- 
sion progresses, extra weapons 
are collected to create a very 
impressive armoury. Each sector 
has its own particular guardian 
which is destroyed to progress to 
the next, and none give up without 
a fight! 

The action is fast and furious 
and the graphics are really spec- 
tacular - especially some of the 
large aliens. Xenon is a very enjoy- 
able and extremely addictive 
shoot ’em up and is well worth 
checking out 

The other two games on offer 
are Space Ranger and Sidewin- 
der. The former is a horizontally 
scrolling shoot 'em up and the fat- 
ter requires the player to pilot a 
craft through a 30 maze, Neither 
were ready at the show, but sound 
promising. 
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5 jr Bono tokos the 
V. skeletons to o cauldron. 


Bono's partner Fazzy 
restrains a monster 




A PRIZE FOR EVER YQNE WHO 
COMPLETES THE GAME 


Buy Bon&cru richer and see if 
you dan complete all the 
game screens! (X j 

AH successful players will 
receive a superb portable 
rad i o wl th hea dl phones t 

(Illustrated on the right], a \ 

col ourful Bono's Bathing Ca 


badge, and a signed 
certificate 


Closing Date; 30th April, 108B 
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Bono The Dragon and his Flourishing Business 

You are Bona a friendly dragon residing in a picturesque sea-ca si I ft 
As a shrewd business-dragon, keen on "nice little earners’’ you make 
your f I vlng by sel 1 1 n g soap to t he g I a nt monsters who ba the i n the sec 
surra u ndi ng the cdstl e. 

With the aid of your business partner, named Fozzy, you produce the 
soap by collecting skeletons amongst the castle caverns and then 
boiling the bones in a cauldron. 

H awever, th e castle caverns a re fra ught with danger: t here a re 
monsters who will kill you. spiders who will eat you alive, and glcoks 
who will block your path. It will pay you dividends 1c also avoid the 
per I tcus trapdoors a nd h idden vol ca n oes. 

A soap-opera not to be missed! 


COMMODORE 6412* • COMMODORE AMIGA 
IRC MICRO t AC0&H ELECTRON 


/ SUPERIOR 
^ SOFTWARE 


Coweflev S&0& ICW.BBC Electron) 

Sft'OlKH 511, « <C6i.BBCEIacMon] 

SVi." Chjcs, CU.H [Amiga, BBC Mdsta C*mpOd| 


Dept BC4, Regent House, Skinner lone 
Leeds LS71 AX. 

telephone: (0532)45^433 , 




24-HOUR TELEPHONE 
ANSWERING SERVICE EOROROOS 




LAIl utfu. 


OUR GUARANTEE 


• Ail mall orders ore despatched within 
24 hours by liret-class posi 

• Postage and packing is tree 

• Faulty cassettes and d iscs will be 
replaced immediately. 

null . ,i«r i allescr you* ilQl'j'Oiy rightly 
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ROCKFORD 


First reported back in July, 
Rockford, the arcade version of 
the evergreen classic Boulder- 
da$b js now finished and ready to 
enter the arcades. 

There are 40 levels set across 
ten different worlds, each having 
its own 'theme', with the dirt, boul- 
ders, diamonds, and even 
Rockford himself taking on a dif- 
ferent appearance in each. 

Both the graphics and 1 sound are 


very disappointing, and the 
gameplay is very tough, requiring 
a very high degree of skill and an 
understanding of the game's 
workrngs. Bouidardash fans will 
doubtless find Rockford fun to 
play, but those unfamiliar with the 
computer version may find the 
action much too tough and unre- 
warding to be worth persevering 
with. Try it - you'll either love it or 
hate it. 


TL 


Travel the 
never ending 
highway in 
Road Wars 


ROAD 

WARS 

Road Wars is Arcadia 1 ® one-on- 
one 3D shoot 'em up in which one 
or two players drive 'battles- 
pheres 1 , futuristic tanks, up an 
infinitely long road and destroy 
oncoming hazards. The vehicles 
have two modes of operation; 
'open' for blasting attackers, and 
'closed ' for smashing through 
obstacles unscathed. 

The action is vary simplistic, and 
there's l ittle to do other than dodge 
or blast approaching objects." It 
doesn't take long for it to lose its 
appeal. 


Tbs gruesome twosome prepare to fight owr an egg 



AAARGH 

Qne of Arcadia's new dedicated 



games is Aaargh , a mashing, 
smashing monster game in which 
one or two players assume the role 
of a pair of terrible monsters; God- 
zilla, and a giant Cyclops, and go 
on the rampage through a series 
of towns and cities. The action is 
displayed in 3D, with the monsters 
abfe to walk 'in' and ‘out 1 of the 
screen. 

The first port of call is a tribal 
village, and the gruesome two- 
some stride around the village, 
smashing down houses and set- 
ting them alight. As buildings are 
wrecked, the inhabitants stream 
out and are either stomped to 
death, or picked up and eaten - 
very enjoyable! 

Beneath one of the houses is an 
egg, which is revealed only when 
the building is razed to the ground. 

If the egg is picked up, both 
players gel the chance to increase 
their score in a bonus stage. The 
monsters face one another and 
fight - the winner claiming the egg 
and a large points bonus. After this 
violent interlude, both creatures 
return to stomp and smash the 
next location. Later stages include 
Egypt , the Wi id Fronti er, C h i na and 
a Greek temple. 

The destructive gameplay is 
straightforward, but extremely 
absorbing, and the highly detailed 
graphics and superb sound 
effects enhance the action 
immensely, Aaargh is one of the 
best' arcade releases in months, 
ard is well worth hunting down. 
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► Incredi bly fast graphics are alt part and parcel: of Afterburner 

AFTERBURNER 


Sega, makers Of Super Hang-On 
and Out Run , have just released 
their most Impressive looking 
game yet - After Burner, an aerial 
combat simulation. The player 
takes control of a high-powered jet 
and flies over £3 stages in an 
attempt to destroy as many enemy 
planes and installations as possi- 
ble. 

The game comes in three for- 
mats, two sit-ins end a stand-up 
cabinet, complete with flashing 
lights, The most expensive of the 
sit-ins is very impressive, and 
rocks and rolls as the plane banks 
and moves. The cheaper version 
tilts left and right only. 

The first thing that strikes the 
player are the colourful and incred- 
ibly fast graphics - possibly the 
fastest 3D yet seen! The ground 
rushes by beneath at an awesome 
speed and enemy planes zoom in 
from the distance at an alarming 
rate. The fighter is armed with a 
limited supply of machine gun 
shells and homing missiles, which 
are constantly released to ensure 
survival. 

If the plane is going fast enough 
and the joystick is wrenched left or 
right, the plane rolls and the entire 
screen spins in a very disconcert- 
ing manner. Occasionally enemy 
planes and homing missiles close 
in from behind , and this is where 
the "after burner 1 throttle comes 
into play. Pulling this back sends 
the plane roaring off at a tremend- 
ous speed, hopefully losing the 
pursuers in the process. At regular 
intervals a large bomber flies over 
and the plane is automatically 
refuelled and re-armed in mid air. 

There are also two allied airfields 
which are landed on to give the 
shattered pilot a welcome break 
from the frantic action. By the way, 
if you look very carefully whan the 
plane lands on the first strip, a 
Hang-On bike comes out of the 
trees and races up the first airstrip 
as the plane takes off. On the sec- 
ond strip, the Ferrari from Out Run 
makes an appearance! 

All this is very impressive, but 
unfortunately the playability is 
exceptionally poor. The plane 
doesn’t handle very well, and the 
feedback from joystick isn't at all 
good. Waggling the joystick, from 
right to left is a good tactic to avoid 
oncomers, and pressing the after- 
burners when being chased Is 
about all there is to it. It doesn't 
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take much practice to complete 
the game, and the ending is pitiful 
- the plane lands and a few poorly 
drawn screens are displayed. 

Many arcades are charging 


upwards of 5Qp for just one go, 
which is vastly overpriced. The 
game may be very impressive to 
look at, but it’s not very enjoyable 
to play. 


► The plane rendezvous with a 
bomber for mid air refuelling 

* Take out that camp! 







FIGHTER 


Capcom's latest is a traditional 
one or two player beat 'em up 
piayed across a series of back- 
drops, very much in the Karate 
Champ mould. However, it adds a 
new dimension with pneumatic 
'punch buttons', large rubber 
pads that ere bashed to make the 
on-screen fighter punch out - and 


the harder they're thumped, the 
more powerful the hit. 

The action is certainly gratifying, 
with great feedback from the but- 
tons, but once the novelty of hit- 
ting the machine wears off, there's 
very little in the gameptay to draw 
you back. 



HYPER 

Although Konami's new racing 
destruction game. Hyper Crash 
looks totally awful, it’s enjoyable 
to play, The objective is to race 
around five hazard-filled courses 
within the allotted time limit. 
Opponents are disposed of by 
bumping them as hard as possible 
into the track walls or an oncoming 
obstacle, The car is also capable 
of somersaulting if top speed is 
reached, and enemy cars are 


CRASH 

squashed with a wefl-aimed flip.. 

The graphics are very blocky 
and look incredibly primitive when 
compared with the likes of WEC 
Le Mans and Out Run, but the 
destructive nature of the gameplay 
makes it great fun, It's a little on 
the easy side, and shouldn't take 
too long to complete, but Hyper 
Crash is entertaining and worth 
feeding a few TO pences into. 


► Although the graphics are Incredibly simplistic - Hyper Crash 
is fun to play 


% 







► With 27 different weapons, Exzisvs is the most * progressive 1 
blaster to date 

EXZISUS 


Konami's new shoot ’em up is very 
much in the Side Arms mould, but 
takes ‘progressive' weaponry a 
few steps further. The player 
guides a jet-packed soldier across 
a hostile landscape and blasts all 
and sundry. Up to 27 extra 
weapons are picked up by shoot- 


ing alien pods and collecting the 
letters therein, and a fully-armed 
soldier is an awesome sight.. 

Although Exzisus is a very 
straightforward no-frills blaster, 
it's extremely playable and keeps 
you feeling for loose change. 
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DEVIL 

WORLD 

O&vii Workf& Introduction screen is very reminiscent of Ind ian a 
Jones 


Black Tiger is a version of Cap- 
corn's much-cloned Ghosts n r 
Goblins. 

The player takes the rote of 
fighter Stack Tiger and travels 
across a hazard-filled landscape 
in search of fame and fortune, 
Every step of the way is fraught 
with ' danger, and vile creatures 


attack constantly. Pots are 
encountered along the way and 
are broken to reveal extra points 
or weapons to help Black progress 
further, 

Black Ttger is tough and chal- 
lenging, but hasn r t anything new 
to offer. Try it out if you’re a Ghosts 
Vi ' Goblins f an , . , 


mack Tiger- a challenging Ghosts YT Gobftns clone 




The intrepid CteWr Wontf explorers discover a village 


Gauntlet has spawned many 
clones, but Konami’s Devil World 
takes the genre a few steps 
further. It’s a one or two player 
game in which a hero and heroine 
explore a lost world filled with 
monsters, hazards and traps. 

The action is displayed from a 
forced perspective viewpoint, and 
each player travels the Landscape 
picking up items of treasure and 
shooting attackers. When an 
object is picked up, one of the 
icons at the bottom of the screen 
becomes highlighted, and is 
selected to give the player extra 
weapons, including a shot gun, 
bazooka and laser rifle. 

As the action progresses, the 
landscape and attackers become 
increasingly ferocious, and later 
stages require the players to cross 
perilous bridges, make a stand 
against marauding hordes of vio- 
lent reptilians and tackle a giant 
mud monster, The going is cer- 
tainly tough, but with the extra 
weaponry it's possible to blast all 
and sundry - a great feeling, 

DevH World is easy to get into, 
and l he violent blasting action is 
very satisfying indeed- 
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FAST 

LANE 

Remember an oJd black and white 
game caJled Head On? It first 
appeared in 197B and required the 
player to guide a stick car around 
a very simple maze end pick up 
dots while avoiding oncoming 
cars. Now Konamii have taken the 
idea* added some snazzy graphics 
and wonderful sampled music and 
come up with Fast Lane. 

In the new version, the slick car 
has become a Ferrari , the oncom- 
ing vehicle is a kamikaze off-road 
buggy, and the dots are girls who 
run around the maze and are 
picked up' when run into. The 
maze layout varies from screen to 
screen, and as play progresses, 
glowing orbs appear and are col- 
lected to add a feature to the Fer- 
rari - such as firepower, extra 
speed or bombs - which are used 
to despatch the opposing car, 

Fast Lane is a very appealing 
game, mostly due to its simplicity, 
and is worth trying out. 

► Ever wanted to drive a Ferrari? 


"Wm\ 



i 



► Snazzy graphics and sound belie Fast Lane's simplicity 


► The Fast Law- Just the place to pick up girls - . , 
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Are you smarter than 
the average bear? You'll 
need to be to get out of this 
one Boo-Boos been bear-napped 
and must be rescued before 
hibernation time. Hunters, mooses, 
vultures, bees, caverns, geysers as well 
as good old Ranger Smith are 
determined to stop you! 

Spectrum Commodore Amstrad 
cassettes £9.95 Discs mgs 






Berk is back! 

Now you can actually 
explore the dark and nasty 
regions for yourself as you try 
to rescue your friend Boni, 
trapped in the murky depths. 
Along th e way ail sorts of creepy 
critters will try tospookyou in exciting 
arcade action! 

Spectrum Commodore Amstrad 
Cassette £3,95 Discs £14.95 


t0£3E$* 

The Royal 

Family as they have 
never been seen beforei 
Th is is your chance to work at 
Suck House — as a men ial 
manservant Your job is to cater to 
the residents every whim, but you II 
needcunning, strongnervesand quick 
reactions If you are going to avoid a 
nasty end. 

Spectrum Commodore Amstrad 
Cassettes £9.95 Discs £14.95 
Coming soon for 
the Atari si 




Melchester 

Rovers is under threat 
of closure from greedy 
property developers, on the 
eve of a special celebrity match 
organised to save the club, Roy's 
team mysteriously disappears. 
Unless he rescues them he may end 
up facing the opposition alone! 

Spectrum Commodore Amstrad 
Cassettes £9.95 Discs £14.95 


Megacity is 

being terrorised by the 
□ark Judges — Death 
himself and his cronies Fear 
Fire and Mortis. They are 
dedicated to putting an end to life 
itself. As Judge Anderson you stand 
alone. Only your psychic powers and 
blazing gun can save Megacityl 

spectrum Commodore Amstrad 
Cassettes £9.35 Discs El 4-95 


Powerful, 

manoeuvrable and 
deadly, the Gunboat under 
your command carries the 
most lethal waterborn weaponry 
to date Deep in the complex maze 
of fjords and canal systems are your 
targets — huge submarine pens, your 
mission — to seek and destroy! 

Soectrum Commodore Amstrad 
cassettes £8.95 Discs £15.95 


For release schedules, please contact Helen Holland at the 
address below Piranha games are available from all good 
stockists or in case of difficulty, direct from 
Helen Holland Piranha. 4 Little Essex street, TOfllhfl 
London WC2R 3FL Tel 01 836 6633 
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Extreme fy compatible 
XccNent value 
Compact size 
|jbw noise 
Extern a I 3/9 switch 
Rave reviews 
Attractive appearance 
Turbos, no problem 
One year guarantee 
Runs cool 

+ Direct drive motor 

, . my only complaint was 
ha' the label on the front of 
.he drive was put on crooked 5 


OFFER 


A superb bundling offer that combines 
the critically acclaimed Excelerator+ with 
the super sophisticated GEOS (Graphic Environment 
Operating System). GEOS is the GEI^-like ooerating system for 
the 64/T28 from which you can access geoPAIMT. a fulf 'featured graphic 
workshop- geoWRlTE, an easy-to-use wSl^G word processor and the Desk 
Accessories which include Calculator, Notepad., Alarm, 

Many more extensions are available, such as geoGALC, geoDEX, etc. 


, . The Exeelerator behaved 
admirably throughout. It does 
exactly what the 1 541 does . 


"... the drive does have 
dramatic tm prove merits over 
the 1541 in quality and 
reliability 


This, package formerly retail 

,0f £49.95 

but you can obtain ft 
absolutely FREE with the 
purchase of an Excelerator+ l 


T . I'd rather buy an 
Excelerator + than a I54ICC- 
a 1 570 or a T 57 1 . 


I wfjh the Excelerator had come 
out two years ago 
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Each joystick is rated with a special marking scheme, which accurately 
reflects the results of a series of tests, and our opinions in general. 

To present a fair standard of comparison, all the slicks are put through 
their paces on a rapid-fire, precision shoot 'em up, Zynap$\ a pixet-per- 
fect platform game, Nebuius: a hot -handed waggler. Decathlon, and an I 
erght-directipnal beat 'e m up. International Karate +. The games repres- 
ent the toughest requirements a joystick should ever have to be put 
through , and enable a fair overall mark to be arrived at. 

We also take into account the design - how comfortable is the joystick 
in play? It's all very well having a responsive, durable joystick, but if it h s 
awkward to use . , , 

Well, there you have it. If a joystick stands this much punishment from 
a ZZAP! reviewer, it's sure to serve you well. 


oystick Reviews^ 


If your faithful old joystick is past its prime, now is a good time to purchase a 
new one, what with all that Christmas cash just lying around in envelopes. But 
- which one? 


SUNCOM TAC-5 

Supplier: MicroPros® Ltd, 2 market Place, lath ury. Gloucestershire GL6 
ADA. Id (0666)54326 
Price: Et3,9S 


F ollowing on from Suncorn\=. 
Tac 2 and 3 joysticks is :K . 
Tac 5, the latest in the Tot ! - 
Audible Controller range. The j lit 
beige and grey stick feature a 
shaft - mounted thumb button and 
two base buttons. 

The micros witches must be the 
loudest ever used In a joystick 
(hence the name], and while this is 
a good indication of a clear signal, 
it becomes a positive nuisance in 
frantic play. The base buttons are 
in fact part of the same piece of 
plastic, and make contact with a 
small mieroswttch, while the top 
fire button is a tiny sealed switch, 
depressed directly, 

The stick is quite responsive in 
use, giving good diagonals, but 
the travel from switch to switch 
reduces its precision and the main 
shaft also swivels slightly, making 
n feel very loose. 

The large case is a bit bulky and 
lacks a means of securing to a sur- 
face. The long stick makes it ' top- 
heavy’ in play and tends to flop 
from side to side unless firmly 
grasped - a difficult task at the 
best of times. 

R«pomlvene«: Stick 71 % 

Great for finding diagonals but the 
stick travel is too long and lacks a 
decent feedback. 

Reiponilventss; Button 55% 

Base buttons are quite firm and 
responsive, but the silent stick 
button is less positive., 

Ergonomics 25% 

Unstable on a surface, and 
uncomfortable to hold due to 
chunky casing. 

Durability 96% 

Brilliant - the tough case and high- 
quality switches should see years 


f active service. 

Value For Money 60 % 

A touch expensive compared to 
the competition. 

Overall 66% 

Firm, tactil e and effective , but ulti 
mately unimpressive. 
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TERMINATOR 

Supplier: Robtek, Unit 4„ Isle worth business Complex, St Johns Road, 
Isfeworth, Middlesex TW7 6NL. Tel 101) 847 4457 
Price: £19.95 


^W^efinitety one for the macho 
B games player, the Ter- 
Wmr minatar Comes in the shape 
of a hand grenade with the stick 
positioned at the top, and the fire 
button located on the side. Firing 
is accomplished by pressing the 
fake belt clip, which may alterna- 
tively be removed by pulling the 

In use, the stick proves to be 
pretty effective, being precise and 
responsive - although rather 
inadequate for waggters such as 
Decathlon due to the lack of grip. 

The main gripe with the Ter- 
minator is the position of the lire 
button: it's difficult to hoid the gre- 
nade securely AND rapidly press 
the fire button at the same time. 
N&butus is negotiated well, but 
Zyrmps is its Achilles' heel, with 
the fast action and precision flying 
proving a little too much for the 


uncomfortable firing position, 

Reipomlveneu: Stick 92% 

Overlapping microswitches allow 
diagonals to be easily obtained. 
Firm in handling and generally 
effective. 

Responsiveness; Button 87% 

Bostu-Se in finger contact, regard- 
ing the intermediate clip'. 
Ergonomics 41% 

Greet to hold in the hand - bus 
pretty awful to actually use, 
Durability 97% 

Practically unbreakable - the plas- 
tic case is incredibly tough, 
although the metal stick and 'clip ' 
are prone to rusting! 

Value For Money 42% 

Very expensive as an everyday 
joystick - pose value only. 
Overall S5% 

Great internals but ultimately 
difficult to use, 



C 


Z3 


CRUISER 


Supplier: (Trade enquiries only) Leisuresoft Ltd, Unit ? Rothersthorpe 
Avenue Trading Estate, Northampton NN4 &JN. Tel (0604) 768711 
Price: tBM 



T he unusual styling of this 
blue joystick makes it a good 
runner In the aesthetic 
stakes, and there are four strong 
suckers positioned on its under- 
side to attach it securely to a 
smooth surface. 

The stick is original in that it has 
an adjustable three position 'tor- 
que' collar at the base of the.shaft, 
allowing the user to alter the 
amount of effort needed to move 
the stick. In most cases, the mid- 
dle torque proves to be adequate, 
although the option for adjustment 
still remains. Again, signals are 
made via microswitches, and 
although the plastic collar creaks 
and groans with increased effort, 
the stick remains quite precise. 

The two white fire buttons are 
connected to a piece of plastic,, 
which swivels to connect with a 
miCrOSwitch. Although it’s not the 
best system In the world (the but- 
tons tend to feel a bit spongy), they 
respond quite well and are good 
for manual rapid fire. 

Responsiveness; Stick 87% 

Good: the lowest torque is good 
for waggling, the middle setting for 
platforms, whilethe highest torque 
requires too much effort On the 
player's behalf. 

Responslvencss: Button 11% 

Appears a little sloppy, but a posi- 
tive 'click 1 reassures. 
ErgonomFcs 79% 

Slightly unwieldy in handling, but 
great when securely suckeredto a 
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smooth surface. 

Durability 87% 

The tough plastic case and stick 
have a lasting feel, but the firing 
system might become suspect 
after a while. 

Value For Money 90% 

One of the least expensive around, 
and a good stick to boot. 

Overall 90% 

Unusual, cheap and extremely 
effective. 




EUROMAX MICRO-HANDLER MULTI-FUNCTION JOYSTICK 

Supplier Furomax Boctronicfi Ltd, Besslngby industrial Estate ESrid- 
Irngton, North humberside Y0 1 6 4SJ. Te« (0 262) 601006/60254 1 
Price: C24.95 


T he Micro-handler Multi- 
function presents quite a 
complete package for a 
gamester, and provides joystick 
and fire button, autofire on/off with 
adjustable rate of fire, and two 
paddles with separate fire button, 

' complete i n a metaf casing* The 
, box is obviously not meant to be 
hand- held and has four large suc- 
kers underneath to anchor the 
whole thing to a suitable surface, 
The joystick itself has a metal 
shaft with a tough plastic ball 
screwed onto the top. The base of 
the shaft aits in an eight position 
■yolk' (like a gear sefector) which 
allows diagonals to be found and 
kept with ease. Unfortunately, the 
travel from switch to switch is quite 
far, making the stick feel and act 
rather loose. 

The layout of the controls is 
rather poor since the corners of the 
box dig into the hands, which lend 
to be rested along the sides of the 
cose, The controls are also a little 
too close together, making the 
whoie system feel cramped and 
cluttered, and wlien the stick is 
waggled, the hand comes into 
contact with the metal paddte con- 
trols. 

In use, both joystick and pad- 
dies perform well. The stick is fine 
for most games, and brilliant for 
Decathlon . The paddles were 
iested on Arkanoid and react 
smoothly and precisely. The main 



let-down are the fire buttons, 
which tend to stick and feel far 
from smooth in operation. Unless 
depressed In the exact centre, 
both buttons tilt slightly and 
become stuck on the walls of the 
collar surrounding them. 

The Micro -handler is an unusual 
system, and although not the apex 
in controls, proves adequate for 
most things. A touch too expen- 
sive to represent a sendus propos- 
ition, though. 


Responsiveness: Stick 80% 

Superbly tactile, but spoilt by a 
long stick travel. 

Responsiveness: Button 55% 

Feels slightly unsure in use. and 
the buttons sometimes stick if not 
depressed exactly in the centre. 
Ergonomics 19% 

Poorly designed rand cramped 
controls, and unsuitable tor any- 
thing more than table- top usage. 
Durability 95% 

All-metal construction and tough 


plastic parts should provide a last- 
ing investment. 

Value For Money 47% 
Expensive for what you get, Sepa- 
rate paddles - although rare - 
don't cost the earth and ere 
infrequently used on 64 games 
anyway. 

Overall 73% 

A nice package which looks 
impressive, performs well but ss 
far from a necessity. 



CHEETAH 125 SPECIAL 

Supplier: Cheetah Marketing, Norbury House. NorburyRoad, Fairwater 
Cardrff CF5 3AS Tel *0222) 565525 
Price: El 2.99 


T his smart black and red joys- 
tick from Cheetah attempts 
to fill a gap left open by 
games such as Green beret , Slap 
Fight and A feme$i$ which rely on 
the space bar to activate secon- 
dary lunctions or select extra 
weapons. The 125 Special has two 
leads which are plugged into both 
ports at the same time. Flicking a 
switch from 'Normal' to 'Special' 
allows the top fire button to be 
used as the space bar, while either 
of the base buttons or stick trigger 
are used tofire, These four buttons 
may also be individually assigned 
to operate different game func- 
tions when prompted to redetine 
the keys used. The shaft also 
rotates slightly, initialing a second 
pair of switches separate from the 
four directional ones. Software is 
to be made available that uses this 
function, and would allow the 
player, for instance, to direct a 
tank and rotate the turret at the 
same time. None is available at 
present, however. 

The 125 r s internals are some- 
what lacking, with leaf switches for 
the main joystick commands and 
thumb and trigger buttons, and 
small contact switches for the 
base buttons. The four directional 
leaf springs are poor for obtaining 
d iagonals, and the silent stick but- 
tons have very little positive feed- 
back in use. 


The joystick has a rapid fire on/ 
off button, and has four sturdy 
suckers at its base. 

Responsive ness; Stkk 68% 

Poor diagonals, and generally 
sloppy feel, 

itcsponslvenesi! Button 58% 

'Clickless' stick buttons are 
uncertain in use and the base but- 
tons have a long travel and remain 
merely adequate. 

Ergonomics 80% 

Comfortable when secured to the 
table top, but cramp-inducing 
when hand-held for long periods 
of play, 

Durability 79% 

Sturdy case but the leaf springs 
and poor fire button switches are 
liable to a short life-span. 

Value For Money 68% 

Cheap for what r s on offer. 

Overall 67% 

Reasonably effective in use, but 
lacking the feel of a quality prod- 
uct. 






COMPETITION PRO 5000 
(CLEAR CASE) 

Supplier; Dynamics Marketing Ud, Coin House, New Coin Street, 
Royton. Oldham QL 2 6JZ, Tel (061} 626 7222 
Price: £15.95 


'tight 1 . It proves worthwhile in 
moat cases, but the distance 
between switches means that 
diagonals are its weakest point - 
most evident while playing Inter- 
national Karate +. 

The fire buttons lack a definite 
'dick 1 , and are a bit on the loose 
side. Still, they prove effective 
when a rapid fire rate is required, 
and are well above average for 
most needs. 

This clear case version of the 
Pro is more or less comparable 
with the standard, lt r s slightly less 
sturdy, and for an extra quid offers 
filfttte more than pose value. 

NOTE: A clear case with autofire 
and slow mode should be availa- 
ble shortly^ retailing at £16.49, 


Responsiveness: Stick 91% 

Finding diagonals is its weakest 
point - otherwise excellent. 
Responsiveness: Button 88% 
Slack, but otherwfse great. 
Ergonomics 63% 

Easy to hold firmly on a table-lop, 
and reasonably comfortable when 
tap-held. The button layout allows 
left and right-handed play. 
Durability 81% 

Internals should last well in normal 
use, but the transparent plastic is 
brittle and very easily shattered - 
not to be used to vent anger. 
Value For Money 80% 

Otters little over the standard Pro, 
but has a high novelty value. 
Overall 94% 

A good-looking and generally 
competent stick. 



r.r j . 


1 fay much an old favourite,. 
mf (rated 97% Overall rn an 
W Issue 6 ZZAPSTICK! fea- 
ture} the Competition Pm features 
a sturdy case and lour arcade 
quality microswitches on the stick. 
Euromax ' latest addition to the 
Competition family is a clear case 


version of the Pro, which allows 
the more inquisitive games player 
to see what’s going on - and also 
see what has gone wrong should It 
tail to deliver the goods. 

In use, Ihe clear case is more or 
less on a par with the standard 
black version, but feels a little less 
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ric could hardly 
say that 19H7 has 
been an inspiring 
year For 

adventure 
games. There has 
been a steady 
trickle of 

Infocom games, 
hardly a spark for t hose without a 
disk dr jve however, Baliyhao and 
Nurd And Burt may not be among 
Lnfocom's best, hut it is good to 
have at least one company which 
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is adventure dedicated. Lurking 
Honor and Plundered Hearts ate two 
wh ieh I' m su re will ra te aid assies . 

l realise now that I've probably 
upset Magnetic S* rolls and Level 9 
but lei's co uni how many 
adventures they have released this 
year.,, Magnetic Scrolls one 
inoi counting Jinxsler which 1 
haven’t played yet). Level 9 three 


A CHEQUERED 


adventure 


Harlequin Examines 
Backwards 


HISTORY 
















CRL added [he graphics. and 
sound, but the basic adventure 
was sl ill as ii would have appeared 
without any adjustments h was 
well thought out, beautifully 
atmospheric and a pleasure to 
play. Rod shows the way for all 
potential and existing adventure 
authors who need to use a utility. 
Look out for his next game which 
includes more (hart a touch of 
lycaiuhropy (an upmarket word 
Tor turning into a wolf) , 

GAC is a marvellous utility and 3 
personally cannot wail for GAC 
Pht s to materialise from Mr Ian 
Andrew's Incentive Sob ware. 
Let's hope it inspires deeper plots 
with more intricate puzzles rather 
than just a rehash of the old; anti 
familiar. 

Before [ leave f mu si |ust depress 
you a little more by mentioning 
The Shadows Of Mordor\ How many 
of you were weaned on 7/re 
Hobbit? Who among you could not 
wait lor Melbourne House to thrill 
us again with their adaptation ol 
Tolkien's Lord Of The Rings? How 
many of you were 
disappointed . , yes, so was L 
Then in July of this year came Part 
2 r The Shadows Of Monior . Surely 
this had to be a great 1 mp ro veme nt 
cm Pari 1 : there is no way that 
Melbourne Mouse could let this 
one reach the shops without 
ensuring its gam cp! ay and con lent 
were ai Ecast on a par with The 
Hobbit. We all rushed out and 
ho u gill a copy (yes I did!}, eagerly 
loaded the thing and away we 
went - , perhaps Part 3 will he 
good! 

Next year must he better. There 
will probably not he any more 
adventure houses around than 
there are now but the productivity 
of each one will be greater than in 
1987. Level 9 have now completed 
their Kaos writing system and 
have many games in ihe pipeline, 
Anita (Magnetic Scrolls ji has 
promised more releases in 1988 
and I'm sure Infocom will at least 
maintain their present output. All 
In all, there may not be many more 
authors next year, but at least wc 
I shall be gelling Lhe best that's 
available from the people who are 
masters of their art. 


adventure 
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(and that includes Silicon D rearm 
which is a redraft of the Snowball 
trilogy}. Not very impressive 
really, not when you consider 1 hat 
Lnfocom can generally yield both 
quality and quantity. Having said 
chat the Austins and Anita 
Sinclair's company do create very 
good games . . . even if they are 
few and far between, and they are 
promising many more releases for 
1 988, 

US Gold coupled with 
Advent urcsoft have produced 
quite a nice selection throughout 
the year. February saw the release 
of Kayfelh fa personal favourite of 
mine as it quite accurately predicts 
what will happen on Zyron in the 
very near future! } which was 
subsequently followed by Masters 
0/ The Universe in April and Temple 
Of Terror in August, both enjoyable 
games which 1 feel deserved 
somewhat higher marks than 
those awarded by my predecessor. 
They all included attractive 
graphics (which did add 
something to the game 
atmosphere), more than adequate 
parsers and plenty to do and see- 
They provided adventurers with a 
challenge even if the game-play 
itself was sometimes a touch iffy. 

1987 has been (he year of the 
GAC, gor>d old Incentive's creation 
which has allowed so called 
adventure authors to input away 
GETTING ALL, EXAMINE mg J i(' 
and scribbling Infantile pictures. 
The finished product may then be 
sold, usually lor exiortionaic 
prices, via established software 
houses, to che unsuspecting 
public. This is not GACn fault by 
any means, it's simply the authors' 
lack of thought, effort and 
imagination put Into the 
adventures in the firsi place, 

March gave us the first release 
on Incentive's Medallion label, 
Apache CMf and Winter Wonderland 
(£7,95 eachl!), which, to be fair, 
were not dire by any means, 
although they tried very hard to 
be. Zodiac coupled wiih The Seem 
Of Life came my way in December: 
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these two were also fairly bad 
consisting of all those dements 
which do not a good adventure 
make; Sudden deaths, extremely 
sparse descriptions and poor 
pictures. I refuse to drone on but 1 
must just add that L cannot see the 
point of including puny graphics 
in a game when the memory 
available is only just sufficient to 


create a decent text-only 
adventure. 

This would be a good time to 
mention Rod Pike and his 
adventure Frankenstein (released 
via CRL}. This was written using 
GAC and it shows what can be 
done when a little effort goes into 
the creation or adaptation of a 
story. I realize thai the boffins at 








to communicate with - and even 
recruit - ibe many other 
character!; inhabiting the game, Ln 
fact, bribing people to do your 
bidding is a very important skill 
which has to he mastered if any 
progress is to be made. The parser 
is very impressive and can quite 
easily handle phrases like 
DENZYL, FIND THE MAT AND 
THE KEY. FIND ME. GIVE 
EVERYTHING TO ME THEN RUN 
TO THE CASTLE, and while the 
player amuses himself doing other 
things in the game Ucnzyl will troll 
Off and do as asked {if he's Ceding 
generous toward you ! ) . 

Tile graphics are quite nice to 
look at Eirst time around, but 
gam ep I ay is faster without them 
and the game loses no atmosphere 
due to their absence. 

The overall feeling I got wiih 
Knighi Ore was one of slight 
confusion. Once successfully 
within part two the player 
d iscnvc rs t ha f h c i s wear i ng a vi snr, 
removal of which reveals the 
landscape and characters around 


him to be not what they seemed at 
first . This little quirk made me 
wonder if it was worth carrying 
on, as i presumed 3 was no longer 
playing the part ot Grindicguts nor 
was [ in a land of mystery and 
magic , - , was it till an illusion? 
Maybe if 3 had been able to play it 
more extensively all would have 
become clear. As ii was, time being 
against me, 1 did nnt get as far as I 
would have liked: however, what 
I did see impressed me and 3 shall 
certainly try hard to find the time 
[0 continue with Knight On. Level 
9 once again prove themselves to 
be masters of the single-load 
adventure, and with their other 
recent release. Gnome Ranger 
get ling rave reviews everywhere, 
it looks like the Austins will be- 
having a very nice Christmas 
i hank you very much. 

ATMOSPHERE 79% 
INTERACTION 84% 
CHALLENGE Sl% 

OVERALL 81% 


Level 9 disk £14*95 cassette £14.95, 


have been 
programmed |n 
believe that all 
Ores are nasty, 
vile creatures, so 
the opportunity 
to take the role of 
one and find out 
for myself 

seemed interesting to say the least. 

The particular creature that 
Level 9's Kmghi Ore r allows the 
play e r to be co n \ e is appa r em! y two 
rungs down the ladder from a tape 
worm and answers to the name 
Grind I eg ms. His basic (ask in this 
three -part game is to survive. He 
begins his uncomfortable journey 
tied to a horse in the midst of a 
jotullng contest i, apparently he 
volunteered to he the Ores' 


champion whilst in a drunken 
Stupor arid is now paying the 
price). Obviously his very first task 
is get out of this contest and make 
it back to Ore Mountain in one 
piece. Actually finding a way 
across a broken viaduct is the main 
aim of pan one; hardly a difficult 
quest, it's designed to get the 
player used to how the game 
works and what actions are 
possible within it. Parts two and 
three are much more involved and 
require the utilisation of 
everything learned in part one- il 
the player is to get anywhere at all. 

Using their Kaos writing system, 
Level 9 have provided the facility 
for the player to use 'High Level 
Commands' such as; FOLLOW, 
GO TO, WAIT FOR, and the ability 


KNIGHT ORC 
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woman. 

The fact that in Plundered Hearts 
the player is a female is by no 
means the disadvantage it might 
seem (given the era in which i| is 
set); the idea works very well as ll 
requires the heroine to use her 
brain rather than brawn. It also 
adds mure danger anti intrigue in 
the story , taking into account how 
women were looked upon and 
treated in sixteen hundred and 
whatever, especially by those with 
less than honourable intern. 

The packaging contains the 
usual Fnfocom extras which relate 
to the story, this one has a 
50 guinea note and a letter from 
Jean Lafond explaining why the 
adventure opens on the schooner 
La Fond Deux bound for the West 
Indies. 1 1 appears that your father 
is very ill and needs you by his side 
to aid his recovery, Of course you 




best you can ... in the guise of a 


In locum disk £24,95 


ouch my 

ring + „ , no not 
that one, the red 
one „ , . and 
journey back 
with me to the 
37th Century, a 
cold, cruel yet 
romantic era 
when i h e m ast e ry of t h e sea w as in 
the hands of the Pirate. To the days 
of raping, pillaging and scurvy. 


when the very sight of the Skull 
and Crossbones gripped the 
bravest oF seamen's hearts with 
terror. These were the doys when 
the mere whisper of the name The 
Falcon, scourge oJ the seven seas, 
would send the most gallant of 
crews and their ships scuttling 
back to port in abject Fear, it is into 
this period of history that this 
latest adventure from inJocom 
Lakes you, to fight and survive as 


PLUNDERED 


HEARTS 
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do nor hesitate in setiing oFF 
i m m edia lely . u n f ortu r i alt] y - 

before ihe ship can reach its 
destination iL's attacked hy pirates 
captained by none other than the 
dreaded Falcon, and you are 
kidnapped and taken attoard his 
vessel. 

However, ii turns out that 
Captain Nick Jamison (The 
Falcon) is not the evil man rumour 
would have one believe. Indeed, it 
transpires that this tall, lean, 
handsome buccaneer (with azure 
ryes!), has actually saved you from 
the apparently nefarious plans of 
La fond Jt seems the letter was a 
ploy to get you within the slimy 
grasp of this mad Frenchman who, 
fhe Falcon reveals, lias captured 
your Father ami is holding him 
prisoner within his mansion on 
rhe island of Sinisira. Nick hands 
you a missive, signed by your 
father, which confirms this story 
and even begs your help in 
rescuing both him and his lover 
Lucy. The I ask becomes clear , you 
must reach Sinistra, save your 
father and Lucy and thwart the 
devilish plans of La fond. 

Nick leaves the ship supposedly 
safely anchored off the shores of 
Sinisira and sets off to deal with 
Lafond. However if your place in 
i he plot was to let him do all the 
work i| wouldn't be much of an 
adventure. Your first task is to save 
the ship from the dastardly 
sabotage efforts of one of The 
Fa Icon r s crew, who is a spy in the 
employ oF Lafond, a particularly 
nasty piece of work - even by 
piratical standards - using the 
name of Cmlley. F-Je has raised the 
anchor in an effort to have the tide 
dash the ship against a reef, and lit 
a lire in the ammunition hold just 
to make sure. A cool head and 
logical thouglu is required to gel 
past the pirates on deck (who are 
not gentlemen by any stretch of 



imagination and would do 
disgu sti ng pi i ate ly p e 1 hi ngs to you 
should i hey see you) and save the 
ship. Once accomplished, the way 
to shore is a barrel of Laughs. 

Plundered Marts is a wonderful 
adventure, bursting at the seams 
with atmosphere, interesting 
puzzles and tense situations, i 
sometimes found it hard to 
remember that \ wasn't playing in 
real-time and was typing furiously 
to try my ideas out before coming 
a cropper. Full of those little I 7th 
Century quirks such as squeezing 
laudanum into the evil Count's 
drink, swinging on chandeliers, 
Finding secret passages and 
buckling your swash dt every one 
wearing a patch. Plundered Hearts 
is a masterpiece of ambience and 
action. 

There are a couple of irritations 
in ihe game, for example typing 
SEARCH CABIN creates the 
response: 'You can't search a 
quarters' and inputting LOOK 
THROUGH THE CURTAINS 
awards the player with the reply: 
'You can only tell the drapes :s 
closed . . . ' (period inflection 
maybe 1 ?). And the reticule that 
you carry around with you does 
seem to be very large indeed, able 
to carry slabs of pork. clothes, 
powder horns and large keys with 
no trouble at all. However, these 
idiosyncrasies do not detract from 
the excel] cut gameplay, and, since 
I think I have mentioned the 
problem with the slow disk 
accessing before, the drawbacks oF 
Plundered Hearts are miniscule 
indeed. 

author, Amy Briggs, recreated 
club period in our hisiory by 
reading romance novels and 
researching 1 7th Ceniury 
costumes and ships. Hence the 
believabtlity of the game, its 
accuracy and its attention to detail. 
This is Amy's first adventure For 
[nfocom, let us hope ihere arc 
many more to follow, 
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INTERACTION 
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94 % 

91 % 

81 % 

90 % 


c. 


D 


NORD AND BERT 

COULD NOT MAKE HEAD 
NOR TAIL OF IT 

I nfocom disk only £24.95 



he author of 
Ballyhoo strikes 
again Jeff 

O'Neill's latest 
fot [nfocom is a 
somewhat 
different style of 
adventure from 
the norm to say 
the least. Nurd And Bert Cpe tld Not 
Make Head Or Tail Of St (which shall 
hereinafter be referred to as Nord\ i 
is a collection of eight short stories, 
the first seven t>F which may be 
tackled in any order but must be 
completed before entry into the 
Iasi scenario is permitted. 

All eight stories take place in the 
mixed up town of Punster where 
you are to solve puzzles involving 
spoonerisms, homonyms arid 
other general verbal trickery. For 
example, in the Shopping Bizarre 
scenario the player comes, across a 
freezer containing the number 22 
Frozen onto the number 7, one 
soon realises that this is of course 
the formula lor Pythagoras's 
theorem, and inputting the Word 
PIE transforms the numbers into a 
fruit pic! The exact reasutt for 
doi ng t hi s re m ai n s a m y st e ry i o me 
and is one one i shall probably not 
bother to solve. 

The kind of puzzles found in 
Nerd are neither clever nor very 
Lnfocom, Some are so simple that 
one wonders if it was worth 
wasting the memory on [hern. 

In ihe Play Jacks scenario you 
find and take an nhject called a 
Jack of all Traits, this, as the name 
suggests is a gizmo which can 
perform many functions. One 
sulH function is to clear the statk 
whiteness of a particular location 
simply by having the player lype 
in the name Jack Frost, there is 


KAYLETH 


US Gold/ Ad ventures oft 

Last month i left you inside the 
elevator at ground level. Now it s 
rime id take a step into the big wide 
world of Zyrun. 

Leaving the elevator takes you 
to the very edge of Zymoria with 
exits 31 (he north and south. Now, 
tidy yourself up a little, drop the 
gloves, pyxis and pyramid and 
wear the badge. It is lime to enter 
Zymoria , and you do this by t ra vei- 
ling south twice, and then go 
lb rough the archway. As you pass 
through, nozzles spring from the 
walls and spray your body with 
rad -rays, which arc harmless to 


you but not to those who arc 
unprotected. Go south again and 
lake i h e Q n uts, t he n go no rt h a nd 
west. Inside the coma i nerd well- 
ing t here i s a rna nual . Take it, read 
it, and jot down what you have 
learned, then drop the manual. 

Examining the starship debris 
reveals your old Zyroneun self 
Yurck. ati hough now is not a good 
dme to try and leave (he city with 
him (remember (lie rad -rays?). 
Travel east and then northwest 
(»he game asks ii you are sure 
because it's going to douse you in 
rad-rays again ... as long as you 


are not trying ro sneak nut with 
yourself you will be safe) 

Go north into the stark land- 
scape and examine the earth to 
find a nodule — examining it. you 
a re i u Form ed (hat Ft will flare u p o n 
impact. North of here jh a craler, 
which you may enter, and 
examine the ashes in it. A Sled ball! 
shou Id come to light . Climb on t o F 
the crater, and drop the bail 
been u se you do not need i t j u si ye t 
■ yen i will in fad be passing this 
way again. From here travel west, 
down and cast to the tunnel entr- 
ance [hen. and then enter the tun- 
nel. You are now confronted by a 
solid dour which blocks you r way. 
Insert the Mast a cartridge into 
y ou r d a i a slot a n d shoo t pi a s ma a t 
door, Easy fora droid. 

Goi ng east j nto a srna II cha m be r 
reveals shelves which you need to 
look at closely. Once done, you 
should liavc access to a cube, a 


very little challenge here, there is 
no feeling of pride at having 
cracked the problem ami certainly 
nit i nee n Live Inst ii led to ca rry on to 
the neat location or scenario and 
sec what mental challenges there 
are there, Most of the puzzles are 
cat her very easy or incredibly 
obscure, and all art silly. They left 
me with a feeling ul Why? 1 . 

Ma pping is m a de obsolc to by th e 
presence at the top of the screen of 
all the locations accessible from 
the current one. you simply type 
in the name to gel (here. There is 
art extensive help system available 
which may be accessed at any time 
during play and contains dues on 
every problem you will conte 
across, liandy perhaps* but once 
boredom crept (which didn't take 
long) 1 found myself using these 
clues all the time jusi to gn 
through the game as quickly and 
wi tli as little effort as possible. 

I could quite happily winge on 
about Mousse, Box Boy anti, SVtfrjt 
Brat, but there seems Fit tie point. 
Suffice to say that the usual, 
professional implementation, the 
parser, the size of the game and 
the general user-friendliness that 
Enfocom include in, their 
adventures are all present, tuiL 
where is the adventure? Nerd is 
not funny, not clever, not 
inspirational and very easy to 
switch, off. What arc they playing 
at? Examine the Plundered Hearts 
review amidst these pages to 
regain any faith lost in fnfocom. 


ATMOSPHERE 

INTERACTION 

CHALLENGE 

OVERALL 


53 % 

62% 

53% 

57% 


spray suit and .i whiffy bar. Gel the 
suit and wear it for protection from 
the acidic sea. You are able to use 
a skimmer which is parked 'down' 

I rom here. A yuick scan round the 
skimmer, once aboard, reveals Ihe 
lack of a siarier fuse. Luckily 
though, you just happen to have a 
spare one with you i don't you?). 
Insert the fuse intn the skimmer 
and siari it, AElcr a very fast ride 
ynu wilt find yourself on a pebble 
beach, southwest and then east 

I rom here is the blackened ruin of 
A burnt -out house. Examine the 
rubble to find the seed hatch and 

II pen it (you are allowed to 
because you wear the badge that 
Y agj nok gave you ), Going d i m n t o 
l he basement brings you Face to 
face wit ii Dribble. Shall ] leave you 
here over the Christmas holiday or 
'thall i tell you that Dribbles like 
Omits? ... I think I'll leave you 
here, 
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EXAMINE ALL 


First of all a plea from me to Patrick Montler of Rennes in France: J 
s hou I tl be gratcfu E i f you wo uld w rite to m e agn in , Pal ri ck , as you r 1 ct ter 
looks very interesting . , , his unfortunate that I ran't actually read it! 
Try using a pen or pe nci I n e xt t i me as i hey are m u rh east e r to control tha n 
the piece of cotton you have obviously been trying to write with, 

Tony Kin n ear writes from Brentwood to ask why I include a 
serialised solution amid these adventure pages. You will have realised 
that Kaylcth is hardty a new adventure and, being quite tough, it is the 
kind of game that the players may give up on and leave on the shelf for 
months. The idea of the solution Is not tospoil anybody's enjoyment (you 
don T have to read i t if you don't wan t to) r bu t perhaps to coa x the pla y er 
into having another go at it. Contained within the solution may be the 
answer toa particular problem which has been preventing advancement 
In the game, and once read the player may then continue under his own 
steam for cheat and read the rest of the solution!) only using the dues 
given as and when necessary. Tony also asks why the While Wizard has 
left ZZAP!. If l knew why Wizards did what they did. Tony, then l should 
be a wiser being. 


Mark Murray is stuck in [lie first part of The Colour Of Magic, He would 
appreciate help from anybody and may he contacted at 94 Winsltee M 
Stfinwxy, Colchester, Essex, COi 5FZ, 

J Brown o l a ppa rently no fi x ed a bode is stu ck in Macbeth - h e ca n n oi 
kill Macdonwald. Perhaps if you read the book of (he play that tame with 
game, Mr Brown, you would have learned that you must unseam 
Macdonwald with axe\ 

If there is an adventurer out there who has completed The Causes Of 
Oiaerihen perhaps they would be good enough to help Jeff Gil lan of 
Tyne dale Crescent, NewPewhaw* Hdushiort-U Spring Tyne & Wear DH4 7RP, 
He appears to be having a slight problem entering the cave guarded by 
four Dentrassi. While on the subject, the complete solution m this game 
would tie most gratefully accepted by myself so that 1 may pass on dues 
to other puzzled readers, 

I thank you for y ou r i n le rest a md con i mu n teat ions, m ore ne x l mon l h . 
hi the m ea n t j me I u ndersta nd t here a re Some human fest i vi ties abou 1 1 n 
commence, whatever they are I trust you shall enjoy them. 


VAL 


OF 


HOP 


GUILD OF THIEVES (Kainbirdj: The oil 

value. The *k deton's finger will unlock chi 
beam in i fie muddy room, 

LEATHER GODDESSES OF PHOBOS flnfotom); Scare the motive 
with the pu'.sy picture* 

LURKING HORROR (Infocom): Move t hi we palettes wilh ihc fork lift 

truck. 

PLUNDERED HEARTS (Ififotom): Tear your frock and soak the rag 
In water to douse the fire in the hold. 

REBEL PLANET (US GOLD): Tap ihc ifystal with the fork to gain 
entrance to ihe University, Bend the cell bars with the wrench 
TOWER Of- DESPAIR {Games Workshop): Scroll past the gargoyle 
gate. 

W1SHBRINGER (Infocom): Need a lilt to the island? Whistle for if! 
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Clever Contacts 

It's getting bigger! Every month I receive more and 
more entries for the Clever Contacts section, keep 'em 
coming. As long as no one abuses the system and refrains 
from phoning those involved in the dead of night, there is 
no reason why Clever Contacts should not continue to 
expand. Just make sure you leave me enough room to 
review the odd adventure won't you! 


AdvenUi rcland, Adenture Quest. 
Arrow Of Death [ &- I| r Bally hoo. 
Blade Of Blackpool?, Borrowed 
Time, Buckaruo Banzai. Castle Of 
Tenor, Circus, Colrfilz, Crystals Of 
Cams, Cutthroats, Dallas Quest, 
Dungeon Adventure, Emerald 
bit. Empire Of Karn, Enchanter, 
Erik The Viking, Escape From 
Pulsar 7, Espionage Island. Eye Of 
Bain, Feasibility Experiment, 

Forest At The Worlds End, Ghost 
Town, Golden Voyage, Gremlins. 
Cruris In Space, Hampstead, 

Heroes Of Karn, Infidel, Invincible 
Island, Kayleth. Ken till a. Leather 
Goddesses, Lo rds Of Time, Lttdfe rs 
Realm, Magicians Ball, Magic 
StOtie, Mask Of The Sun, 
Mindshadow Mission Asteroid, 
Moon mist, MurdurVs Quest, 
Mystery Funhouse, Mystery Of 
Munrnc Manor, Ninja. Perseus 
And Andromeda, Pharaohs Tomb, 
Pirate Ad veil lure, Plnnetfall, 
Pyramid 01 Doom, Rebel Planet, 
Red Moon, Return To Eden, Bin*; 
01 Power, Robin Of Sherwood. 
Savage Island I, Secret Mission, 
Ship Of Doom, Sorcemr, Sorter nr 
Of Claymnrgue Castle, Souls Of 
Da rk on , S pel Ibreake r, Sp i de rma n , 
Si range Odyssey, Tass Ti tries, Ten, 
Little Indians, The Count, Golden 
Baton, Hobbit. The Institute, 
Jewels Of Babylon, The Journey, 
NevcTcnding Story, Pawn. Time 
Machine, Wizard And Princess, 
Quest Of Merravid, Tower Of 
Despair, Tracer Sanction, Twin 
Kingdom Valley, Ultima 1, 111 &-IV, 
Urban Upstart, Ulysses and the 
Golden Fleece, Valkyrie 17, 

Veil tors Lair, Voodoo Castle, 
Warlords, Waxworks, Winter 
Wnnde rland, Wi shb ri n ger, 
WitchcS Cauldron, Wizard Akyrz, 
Wrath Or Magra, Zork t, It £r til, 
Zzzzz . . . 

Bob Shepherd, 106, High field 
Street, Coalville, 

Leicestershire 


Heroes of Kara, Bored Oi The 
Rings. Gremlins, Voodoo Casile. 
Zim 7-ala Bim, Mugsys Revenge, 
Tropical Adventure. Dracuta, Holy 
Grail. The Pawn, Return To Q*. 
Masters Of The Universe. Robin Qf 
Sherwood, Fourth Protocol. Price 
Of Magik. 

Christophe Brassart, 67 rue de 
TAbbe Lemire, 59200 
TQURCOING, France 

Sherlock, Gremlins, Hulk. 
Spiderman, Fourth Protocol, 

Dallas Quest, Terrormolines, 
Hobbit, Castle Of Terror, 

Pa rlapas Aris, IK Py rsinella Sir 
451 32., Toannina, Greece 

Pawn, T ass Times, B o rm wed T ime, 
Tracer Sanction, Mindshadow, 
Starcross, Wishbringer, 

Sea stalker, Ballyhoo, Enchanter. 
Sorccmr, S pel (breaker, Leather 
Goddesses, Hitch hikers. Hulk. 
Spider man, Fantastic Four, 
Gremlins, Red Moon, Sorcerer Of 
Clay morgue Castle, Worm In 
Paradise, Dungeon Adventure, 
Colossal Adventure. Return To 
Eden, Ultima III, Ultima IV, Nine 
Princes In Amber, Pilgrim, Perseus 
and Andromeda- 
Guy Thomas, 17 Borstal HSU, 
Whits table, Kent CT5 4NA. 
Tel: 0227 274846 ( 10 am to 
a pmONLV) 

Tower Of Despair, Dracula, 
Adveniureland, Zim Zala Rim, 
Castle of Terror, Time Tunnel, 
Eureka. 

John Paterson, 8 Bracadale 
Hoad, Baillieston, Glasgow 
G69 

Teh 041 771 7729 

Morduns Quest, Spiderman, 
Hacker 

Nigel 'Nemesis' Richardson 
Tel: 01 3608325 


Zork I, El b III, Adventureland, 
Danger mouse in BFC, 

Eart It bound. The Helm. Marie 
Celeste, Temple Of Terror. 

Valkyrie 17. Temple Of Vran, 

Mask Of The Sun, Lords Qf Time. 
Dallas Quest, Infidel. Mystery 
Mu n roe Manor, Gremlins, 
Supergran, Pi a net fall, Ulysses, 
Blade Of Black pool e. Sea stalker, 
Hitchhikers. Ultima Iii, Search For 
King Solomons Mines, Skull 
Island, Murder On The 
Waterfront. Suspended, 
Cutthroats, Sorcerer. Enchanter, 
Ninja, Stranded, Hulk, 
Mindshadow, Lord Of The Rings, 
Siarcrnss, Subsunk, Worm In 
Paradise, Hampstead, Classic 
Adventure, Colossal Cave. 
Tcrmrmolinos, Robin Qf 
Sherwood, Sherlock, Clay morgue 
Castle, Emerald Isle, Wizard Of 
Akyrz, Return To Eden, Red 
Moon, N eve reNding Story , E-sea pe 
From Pulsar 7, Perseus And 
Andromeda, Golden Baton, Bored 
Of The Rings, Empire Of Karn, Kcl 
3, Feasibility Expei iment, Ludfers 
Realm, Pilgrim, Secret Mission, 
Treasure Island, Wishbringer, 
Circus, Arrow Of Death t fa-2, Ten 
Little Indians, Ring Of Power, 
Quest For Holy The Grail, Kentilla, 
Margot Stuckey, 14Maraimpo 
St, Marayong, NSW 2148, 
Australia 


Hulk, Spiderman, Voodoo Castle, 
Hobbit, Pirate Adventure, Merry 
Christmas, Robin Of Sherwood, 
Price Qf Magi k. Lord OfThe Rings. 

Nigel Leather, 45 Moreton 
Street, Winning tori, 
Northwich, Cheshire CWB 
4DH. Tel: 0606 781028 

The Golden Baton, Worm in 
Paradise, Hobbit, Fourth Proiocol 
(Pi 3 only), 

Andrew Blackman, 133 Ashen 
Drive, Dartford, Kent DAI 
JLY. Tel: 0322 76887 5.30' 
8.30pm 

Dungeon Adventure, Lord Qf The 
Rings, Quest For The Holy Grail, 
Hampstead, Lords 01 Time, Inca 
Curse, Espiona gc Lsla nd , Pla n et Of 
Death 

David Lemon, 14 Norton Place, 
Dunfermline, Fife K¥l 1 4RH 
Tel: 0383 728353 after 6pm 
Mon-Fri 
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adventure 


Castle Of Terror, The Hobbit The 
3 1 talk. Mindshadow; Holy Grail, 
Redhuwk, Snowball, Subsunk. 
Twin Kingdom Valley. Voodoo 
Castle. 

Jeff Gillan, 50 Tynedale 
Crescent, Pens haw, 
Houghton-Le-Spri tig, Tyne 
and Wear, DH4 7RP. 


Sta across. Suspended, S us pen. 
Lea i her Goddesses, Zork I, Zork II, 
Zork III, Deadline, Flanetfall, 
Infidel. Cutthroats, Ballyhoo, 
Lurking Horror, Seastalker, 
Beuraeraey, Trinity, Moonmisl, 

If oily wood Hljinx. Hitchhikers 
Guide. Wishl? ranger, Surccrcr, 
Spdlbreaker, Enchanter, The 
Pawn, Ultima t. Ultima III. Ultima 
IV, Sherlock, Gremlins, The Hulk. 
Terromiolinos. The Fourth 
Protocol. The Hobbit. 

Rill V Kavanagh, 49 Drake Hall, 
West hough ton, Bolton, BL5 
2RA. 


N eve ren d i rtg S t ory , Z/.Z7. , Q uest It i r 
Holy Grail. 

Tony Kin near, 49 Wainwright 
Avenue, Hot ton, Brentwood, 
Essex, CM11 2SZ. 

Imagination, Neve rending Story, 
Terrormolinos, Twin Kingdom 
Valley, Bugsy Malone, 
HaMpslead, Robin Of Sherwood, 
Zzzz, Quest of iVlerridaviodr Upper 
Gum tree, 

Craig Hunter, 32 Lowick Close, 
Elm Tree farm, Stockton-on- 
Tees, C Ke v elan ti, TS19DTJ. Tel: 
0642 587789. 


Hitch-hikers Guide, Zork I. Zork IE, 
Planet fall. Leather Goddesses. 
Cutthroats. 

Dave Rogers, 15 Elm Terrace, 
Westfield, Had stork, Bath, 
Avon BAT JXP. 


Amazon, Borrowed Time, Castle 
Of Terror, Castle Adventure, 
Computer Adventure, Drat Lila 
Pan ! . Grand Larceny. Haunted 
House. Hmualayan Adventure, 
Labyrinth, Mad Mummy, 

Mind shadow. Murder Qn The 
Waterfront, NevereNf-ding Story, 

N’ i 1 1 j d . Ka ka -Tu a V oka no, Scrol E Of 
AkhLiar, Sea base Delta, Silver 
Mou main, Subsunk, The Boggit, 
The Dallas Quest. The Hobbit, 
Ultima IV, Voodoo Castle, Zork L. 
Zork II, Znrk m, Zziz, 

Mario Mo-eLIer, 38 Greenvale 
Drive, Green vale, 3047, Vic. 
Australia, 


Ultima IV, The Bard's Tale, 
Voodoo Castle, Phan task I, 
NevereNding Story, Draco I a, The 
Prince 01 Magic, Borrowed Time, 
The Pawn, Seabase Delta, 
Deadline, Zork Ili, Wishbringer. 
Derek Wong, 42 Ingram Road, 
Thornton Heath, Surrey, CR4 
SEB, 


Hitchhikers Guide, The Hobbit, 
Lord Of The Kings, The Shadows, 
QJ Mordor. 

Warren Lee Media, J Thornhill 
Avenue, Rishum, Blackburn, 
Lancs, RRl 4EZ, 


Upper Gumtree, Bugsy Malone, 
Neve re ruling Story, 

Craig Hunter, 32 Lowick Close, 
Eimtree Farm, Stockton on 
Tees, C leveland TS 19 OTJ. Tel: 
13642 587789 (between 4pm and 
10pm) 


Leather God Desses OE Photos, 
Zork in, Terrormolinos, 
Neverending Story, Heroes Of 
Karra, Mission 3 , Gremlins, Robin 
Of Sherwood 

Ron McKenzie, 3 Silverstream, 
Freysi.ru p. Haverfordwest, 
Dyfed SAbl 2SN 


AdveNiu reland, Subsunk, Heroes 
Of Karn, Empire Of Karri, M unroe 
Manor, Hacker, Classic 
Adventure, AH early EnJocom 
titles , . 

Chris Fleming, 23 5 Meola 
Road, Pt Chev, Auckland, N 
Zealand. Tel: 867074 


Voodoo Castle, Heroes of Karn, 
Pirate Advent Lire, Ten Little 
Indians, Hobbit, Lost City, 
Gremlins, WizArd Of Akyrz, Quest 
For The Holy Grail, Zim Sala Btm, 
Island Adventure, Castle Dracula. 
Paul Flanagan, b Corry, 
Belleek, Go Fermanagh, N 
Ireland. Tel: 036565 594 


The Hobbit, Erik The Viking, Castle 
Qf Terror. Eureka, Voodoo Cast If, 
The Count, Hemes Qf Karn, 
Empire Ol Karn, Zork L Zork 111. 
Exodus, Ultima III, The BoggiE, 
Lords Of Time, Never Ending 
Story, The Hulk, Temple Qf Terror, 
Ultima IV. Seabase Delta, Keen ilia, 
Valkyrie 1 7, Sherlock. The Fourth 
Protocol, The Helm, Wizard G1 
Akyrz, Perseus And Andromeda, 
Lord Of The Rings (Pan l), 
Emerald Isle, Quest For The Holy 
Grail, Hacker. Cnlosal Cave. 
Steven Kelly, 4 South View, 
Whins Lane, Slmonstone, 
Burnley, Lancs BB 12 7QU. Tel: 
02 82 74765 (between 6pm and 
10 pm} 


The Hobbit, Seabase Della, 

Ken ill la. Zzzzz, Spy trek, Robo 
City, Imagination, Demon Knight, 
Koboyashu Naru, Tower l H 
Despair, Time Tunnel, Citadel Of 
Chaos, Eureka (Parts I and 2i. 
Paul Hardy, 53 Fir Tree drive, 
Wales, Sheffield S31 8LZ. 
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The Apache . t . Fierce and elusive, like its warrior namesake 
■ - ■ Capable of defeating enemy tanks, infantry and hostile 
aircraft on the modern electronic battlefield. 

Gunship's revolutionary 3-D graphics enable you, the pilot 
to fly into the world's hottest trouble spots . * .You’ll use an 
unbelievable array of high tech information and weapon 
systems, including lasers, video cameras, night viewers, 
radar warnings, jammers, computers, missiles, rockets, 
flares and a 30mm cannon! Successful missions will be 
rewarded with medals and rank promotions. 


G UNSHIP is available for the CBM 64/128 K t Spectrum and 
coming soon for IBM PC and compatibles. 



Simulation * software 


Please send _ copy/ies of Gunshtp CBM 64/12S □ Cassette £14.95 □ Disk £19.95. 

Spectrum □ Cassette £9.95 □ Disk £12,95 □ Further details. 

Name (block capitals) Address 


Post Code. 


I enclose £. 


or debit my Access/Visa card. Expiry date 


including 55p P+R Cheques payable to MicroProse Software Ltd 

No.C 


G /C /0188 


MicroProse Ltd., 2 Market Place, Tetbury, Gloucester shire GL8 80 A, UK. Tel: (0666) 54326. Tlx: 43422 MPS/UKG. 
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SPACEWALK TO A CRIPPLED SURVEILLANCE SATELLITE. ZERO GRAVITY AND ARE THEY CRATERS OR BOULDERS BELOW? YOU NEED TO BE COOL TO TAKE 

ZERO MARGIN FOR ERROR! MANUAL CONTROL OF THE APOLLO LANDER DURING DESCENT 



Lout mi ettitt/ft# feiie 
tame W* 4-eiIw ¥-12 
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5K?tt 

1,5.1 HM 5,2s 

421 P m HINh 12*fe 

H1P5OT 1/1 idle 13,7s 

5 s? iumj. 3 ! iWflpli 

252ft. Tof speed 173*K 

Fiiflli PTR: iynp 1.1 

U3/SMl-J5fn Later i« face! I, It? 

MHMHSlri 



THE DETAILED SPEC CHART FOR THE LAMBORGHINI CQUNTACH 173 MPH 
AND 0 BO IN JUST 5.2 SECONDS! 



DRIVE SET ROUTES WITHIN GIVEN TIME LIMITS, LOOK OUT FOR SLOW 
TRUCKS, OTHER TRAFFIC, MEN AT WORK AND fl£ CAREFUL TO USE YOUR 
RADAR DETECTOR TO LOCATE SPEED TRAPS. 



THEN 


GO OUT AND BUY THEM BOTH. BET YOU WILL 
BECAUSE THEY'RE THE BEST AROUND. 







ED THAN TEST DRIVE. 

IK AND FANTASTIC SCREENS. 


APOLL0 18 



Apollo 18 - 3 brilliant simulation of 
an actual Apollo moon flight. From 
lift off to splashdown. Take one 
small step for man, one giant leap 
for mankind: 



Lamborghini, Ferrari, Porsche, Lotus 
and the Corvette. Test Drive five of 
the world's most exotic cars. 
Sound, animation and handling like 
the real thing. 



Electronic Arts - available from good software 
stockists! Where you’ll see this sign. 

IE I. ■ C T I! • N I C ART 5 
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UNLEASH THE POWER OF 
YOUR IMAGINATION 
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WIN 

WIN 

WIN 


OR FAILING 
THAT, JAM 

SHORTS AND 
A GAME 

OR EVEN 
JUST A 
GAME 
ON IT’S 

OWN . . . 


A SKATEBOARD 

JAM SHORTS 
AND A AME 
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Skate or Dio is Electronic Arts' Sizzling new release, riding high on the 
renewed interest generated by this thrilling sport. If you fancy a go at 
skateboarding, this competition is exactly what you've been waiting tor. 

EOA are providing a superb skate-of-the-art board, a specially made 
pair of Skate or D/e jam shorts and a copy of Skate or Die for the winner, 
plus 10 first runners-up prizes of shorts plus a copy of the game, and 20 
second runners-up prizes of Skate or Die games, Phew! What do you 
have to do to win these goodies? How about designing a fiash logo for a 
skateboard? Yes, that sounds like a good ideaf 
Using the template as a pattern, decorate t he board in a suitable 
fashion, bearing in mind the size of a real board, The most stylish, colour- 
ful.and well executed entry will waltz off with an armful of goodies, while 
the next 30 entries will be awarded their prizes accordingly. 

Entries should be sentto: DIE SKATING COMP, ZZAPt TOWERS, PO 
BOX 10. LUDLOW. SHROPSHIRE. SYB 1DB to arrive no later than the 
14th day of January, MCMLXXXVfll - and don't forget to include your 
name and address, 

Right, scribble or die! 



A CRUCIAL CHRISTMAS 
COMPILATION COMPARISON 


The Christmas period is a time when compilation tapes come to the fore, and this year is no exception with a 

dekige of collections and specially packaged ‘gift sets’. Julian Rtgnall casts a critical eye over the latest bunch, 
arta offers riis judgement* 

There's little point in rating the Graphics and Sound of a compilation as a whole-so, taking into consideration 
the quality of the packaging and instructions - and of course the games, a cross between a Presentation 
Hookability, Instability and Value rating is provided in the form of an Overall percentage and comment 


BRODERBUND 

US Gold, €9.99 cassette 


Contents: 

Stealth - simplistic, but strangely addictive 
race and shoot game. 

Raid on Bunge) ing Bay -playable, but dated 
m-ulti-directionally scrolling helicopter shoot 
'em up. 

Spelunker - enjoyable platform arcade adv- 
enture. 

Ch splitter — one of the oldest 64 games 
around'. Limited playability with little more than 
curiosity value. 

OVERALL 67% 

An entertaini ng package of tour games in their 
autumn years. 


LODE 

RUNNER 

US Gold, £9.99 cassette 


Contents: 

Lode Runner - graphically and aurally crude, 
but piayabte 1 50-screen platform game, com- 
plete with screen designer. 

Loderu oner's Rescue - more of the same, but 
a lot harder. 

Championship Lode Runner - a tricky, but 
absorbing Crystal Castles clone. 

OVERALL 63% 

Plenty for a traditional platform addict to get his 
teeth into - but it all tastes the same. 


5 COMPUTER 
HITS 

Beau Jolty, £9.95 cassette 


Contents: 

Wizard’s Lair (Bubble Bus) - spectrumesque 
arcade adventure well past its prime. 

Skoal daze (Micro- Mega) - an original and 
interesting idea, suffering from advanced 
decrepitude. 

Kettle (Alii gat a] - boring two player collecting 
game w hich swiftly goes off the boil. 

Popeye (Piranha) -a good looking, but limited 
puzzle/arcade adventure. 

Trap (A1 1 igata) - garish shooting action par- 
tially redeemed by a great ' hidden’ demo. 

OVERALL 54% 

Five dying games have their final fling before 
being put out to pasture. 

90 2ZAP! 64 Christmas Special 1 987 
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Contents: 

Summer Games - the Grandfather of the 
highly successful Games family, and although 
somewhat dated, is stilt very playable. 

Pitstop II - an exhilarating head-to-head rac- 
ing game. 

Impossible Mission - alternatively known at 
ZZAP ! T o wers a$ t he greatest game of ail l ira a . 
Breakdance - the weak link in an otherwise 
strong Epyx chain. 

OVERALL 94% 

Three timeless classics, and an amusing 
Breakdance game thrown in for good meas- 
ure. 


EPYX EPICS 

US Gold, £9.99 double cassette 
pack 







LUCASFILM 

PRESTIGE 

Activision, £9,99 double cassette 
pack 



VER E TIKES IS'.Bh BQlQD QQ ;QB D V 

* * 


Contents: 

Rescue on Fracta lu s - Lu cast i I m's i ncred ible 
first release, which has depth, playability and 
character, 

Koronis Rift- a very absorbing first person 3D 
alien exploration game. 

Ball blazer- fabulous future sport entertain- 
mentoffering unsurpassed one-on-one 
action. 

The Eidolon - thrilling 3D journey through the 
inner mind, with some incredible graphics. 




OVERALL 96% 

A collection of the four greatest 3D computer 
experiences - a captivating package which 
well worth buying. 


FIVE STAR 
GAMES II 

Beau Jolly, £9.95 cassette 


Contents: 

Paradroid (Hewso nj — Andrew Braybrook's 
quintessential arcade blaster. 

Dandy (Electric Dreams) - one of the poorest 
Gauntlet clones money can buy. 

Strike Fore# Cobra (Piranha) - difficult and 
unrewarding isometric forced perspective 
action. 

Cauldron II {Palace) - an engrossing arcade 
adventure whose playability hasn't diminished 
with age. 

Who Dares Wins II (Alligataj- Alligatas Com- 
mando clone looks long in the tooth. 

OVERALL 76% 

An odd mixture of cabbages and kings, with 
Dandy being the prtzewinning vegetable., 


COIN-OP 

CLASSICS 

US Gold, £9.99 triple cassette 
pack 



Contents: 

Crystal Castles -average version of the Atari 
corn-op classic. 

Kung-Fu Master - enjoyable horizontally 
scrolling martial arts action, 

Breakthru - laughably bad shoot f em up with 
nothing to redeem it. 


OVERALL 42% 

The coin-ops might have bean classics, but 
these aren't. 



Contents: 

Bobby Bearing -dext ml 3D isometric per- 
spective arcade adventure with fabulous feel. 
Brian Blood axe - boring Jet Set Willy clone 
Suffering from flickery graphics. 

Quo Vadis - sprawling exploring game well 
past its sell* by date. 

Wizardry- extremely obscure and ultimately 
unrewarding arcade adventure. 

Firaquast- uninteresting and ancient arcade 
game. 

OVERALL 45% 

Apart from Bobby Bearing < a weak and dated 
collection of not so gofden oldies. 

ZZAP! 64 Christinas Special 1 987 91 
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SUMMER 

GOLD 

US Gold, £9,99 double cassette 
pack 


Contents: 

10th Frame - graphically convincing and 
highly playable ten -pin bowling simulation. 
Impossible Mission - see Epyx Epics for 
details. 

Dam busters - duil aerial mission over war^ 
time industrial Germany, 

Rebel Planet - illustrated text adventure 
based on the eponymous Fighting Fantasy 
book, 

Bruce Lee - enjoyable mixture of fighting and 
arcade adventuring. 

Beach Head It - the incredible follow-up to 
Bs&ch Head with great graph ies an d stunning 
speech, 

OVERALL 85% 

A tasty pot-pourris of genres, providing a wide 
variety of game styles and plenty of long-term 
entertainment. 




6-PAK 

Elite, £9.95 double cassette pack 


1. illflTflWK _ 
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Contents: 

Batty (Elite} - a Breakout game with enough 
originality to make it entertaining, 

Llghtforce (FTLJ - frenetic vertically scrolling 
blasting action. 

Shockway Rider (FTLJ - unusual and addic- 
tive parallax scrolling knock ’em down. 
International Karate (System 3} - smashing 
beat 'em up r only recently surpassed by its 
sequel. 

Into the Eagles Nest (Pandora} - a military 
Gauntlet variant, with tremendous gameplay. 
Ace (Ca scade) - realistic , involved and varied 
flight/ combat simulation. 

OVERALL 90% 

A neat mixture of excellent games, with only 
SaMy lacking lasting appeal. 


SOLID GOLD 

US Gold, £9.99 cassette, £14.99 
disk 


Contents: 

Gauntlet - bugged, but extremely playable 
arcade conversion 

Ace of Aces - take to the skies and fly thrill log 
missions In a M osquito fighter bomber. 
Leader board - deservedly successful golf 
simulation. 

Winter Games - the weakest of the Games 
Series, but excellent nevertheless. 

Infiltrator - brilliant, but flawed three-part 
arcade game. 

OVERALL 93% 

A varied package which offers a consistently 
high standard of playable and compelling pro- 
grams. 


92 ZZAPi 64 Ghri stm as Sped af 1 987 















GAME, SET 
AND MATCH 

Ocean, £12.95 four cassette 
pack, £1 7.95 double disk pack 


Contents: 

GBA Basketball (Activision) “unexciting 
two-on-two basketball simulation. 
Hypersports (Imagine) - a good conversion 
of the old Konami button-bashing arcade 
game. 

Snooker (Visions) - ancient and dire simuFa- 
tion with pathetic graphics and unconvincing 
bail movement. 

Ping Pong (Imagine) - average conversion of 
a mediocre arcade game. 

Super Soccer (Imagine) - a ghastly control 
method and feeble graphics are all part and 
parcel of this appalling soccer simulation 
Barry McGuigari's Boxing (Activision) - age- 
ing boxing simulation which hasn't lost its 
punch. 

T ennis (Psion) - appea ling and playable multi- 
level tennis simulation. 

Jonah Barrington's Squash (New Genera- 

t i on) - 1 acks a dace nt ' feel ' , and has some poor 
'speech'. 

World Series Baseball (Imagine) -although 
it s getting on a bit, WSB hasn't lost any of hs 
appeal over the years. 

Daley Thompson's Supertest (Ocean) - the 

game that was advertised in ZZAP! Issue 1 , but 
hasn't appeared on the Commodore until now 
It wasn't worth the wait, 

OVERALL 75% 

A wide variety of sports games which range 
from the excellent to the forgettable. 



4 ACTION HITS 

American Action, £9.95 cassette 


Contents: 

Soldier One - a very unexciting Beach Head 
done. 

Captured - dire platform action with not Kino 
to redeem it, 

43- not the arcade game, but an Incredibly 
poor version of 
r 942 . 

Blood 'n 1 G uts - si I ly pagan sports si mu lation 
from uncivilised times, 

OVERALL 30% 

A startlingly poor quartet. 



LIVE AMMO 


Ocean, £9,95 cassette 


Contents: 

Army Moves - attractive, but extremely 
difficult shoot ’em up, 

Rambo - superb music, but the gamepiay is 
sadly lacking depth, variety and addiction. 
Green Beret - high quality conversion of thfe 
ageing arcade game. 

Top Gun - never released at fufl price, and it's 
easy to see why: the action is simplistic and 
unbelievably tedious. 

Great Escape - enjoyable isometric perspec- 
tive wartime rofnp through a prison camp. 


OVERALL 67% 

An interesting package that has more low 
points than high ones. 
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POWER PLAYS 

The Power House, £9.95 double 
cassette pack 


Contents; 

Hercules - visually and aurally dire, but the 
platform action is incredibly addictive. 

T enmlnato r - 1 he most decrepit Uridium done 
imaginable. 

Aftermath -a ghastly Xevious clone that takes 
repitltion to new extremes. 

Space Wa rrtor - an entertaining Joust variant 
with eggs instead of buzzards. 

Sqij - vapid arcade adventure. 

Gods and Heroes - a worthy sequel to Her- 
cutes, and just as addictive. 

Xenon Ranger - loathesome combination of 
shooting and platform action. 

Gun Runoer- unpolished variant on the 
Chopiifter theme. 

OVERALL 41% 

A compilation of eight El .99 games, some of 
which are grotty to an extreme. It would be bet- 
ter to buy the three good games separately, 
and save the change. 


4 SMASH HITS 

Hewson, £9.95 double cassette 
pack 


Contents: 

Zynaps- one of the best horizontally scrolling 
shoot ' em ups arou nd , which fee Is as good as 
It looks. 

Exolon - difficult, but engrossing flick screen 
explore and shoot game. 

Ranarama - absorbing and addictive combi- 
nation of Para droid and Gauntlet 
Urid i u m plus -tweaked version of the Bray b- 
rook classic, with new ships to conquer. 


OVERALL 88% 

Four very high quality shoot 'em ups - well 
worth checking out. 




MAGNIFICENT 7 

Ocean, £9,95 cassette, £19,95 disk 


Contents: 

Head Over Heels - incredibly addictive 
isometric perspective arcade adventure of 
epic proportions. 

Wizball - Sensible Software's Sizzling surreal 
shoot ’em up 

Arkanold - a great conversion of the Breakout 
arcade variant, having plenty of polish and 
playability, 

The Great Escape - see Live Ammo for 
details. 

Frankie Goes to Hollywood - captivating 
pop-art action, featuring a variety of game 


styles. 

Cobra - a pathetic game of the film, inept in 
every sense of the word. 

Short: C ircuit - a strange choice for a film tie-in 
which Is lacklustre and unexciting, 

Yie At Kung-Fu - simple boat 'em up action 
from the arcades. 


OVERALL 91% 

More Ilka a 'Very Competent a\ Five greats 
and three not-so-greats, but still deserving of 
a place in the software collection. 



1 0 COMPUTER HITS 4 

Beau Jolly, £9,95 cassette 


Contents: 

Bride of Frankenstein (Ariola soft) - barely 
satisfying arcade adventure. 

Alleykal (Hew son] - Andrew Braybrook's 
graphically stunning vertically scrolling futuris- 
tic race game. 

Classic Snooker (Anco)- average simulation 
with limited playability. 

Star quake (Bubble Bus} - an enjoyable 512 
screen all -action arcade adventure 
Uchl Meta (Martechj - a g ri pping J udo-based 
beat 'em up. 

Sacred Armour of Artfiriad (Palace) - gorge - 
ous graphics are featured throughout this 
superb arcade adventure. 

Deactivators (Ariel asoft) - Intruding split- 
screen problem solving game. 

Spindizzy (Electric Dreams) - outstanding 


arcade adventure set across a stunning 3D 
world. 

Ska terse k (Bubble Bus) - visually and aurally 
awful, but playable skateboard race game. 

I r id is Alpha ( Lla ma soft) - a bizarre but i ncred - 
i bly fast shoot 'em up - arguah ly Mi ntsr's best 
yep 

Magic Madness (Anco)- weird, but strangely 
addictive cross between a platform game and 
an arcade adventure. 

Dandy (Electric Dreams} - See Five Star 
Games tt for details, 


OVERALL 92% 

I ncredibl e val ue for money t despite a couple of 
pitfalls. 
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TEN GREAT GAMES 


Gremlin Graphics* E9.99 double cassette pack 


Contents: 


Avenger - a playable mixture of martial arts, 
Gauntlet and arcade adventuring. 

F utura Knight - cute multi -direction ally scrol - 
ling arcade adventure with limited appeal. 
Krahout- reasonable tOQ screen Breakout 
clone. 

Bounder- very addictive vertically scrolling 
platform game. 

Footballer of the Year - computer 
.interpretation of the board game. 

T rail blazer- naval two player race game with 
balls. 

Highway Encounter - highly original flick 


screen shoot 'em up. 

Monty on the Run - archaic platform action 
with arcade adventure overtones. 

West Bank - enjoyable, but limited reaction 
game, 

Jack the Nipper -amusing flick screen arcade 
adventure. 


OVERALL 93% 

A very varied compi lei ion with plenty to keep a 
gamer happy for days on end, None of the 
games are poor, and all offer plenty of playabil- 
ity. Well worth considering. 




SCORE 0009 
TOR 0050 





BEST OF ELITE 


Elite, £14,95 cassette, 
£19.95 disk 


Contents: 

Bomb Jack - awful version of the coin-op 
classic, 

Frank Bruno's Boxing - mildly addictive 
Punch-Out variant. 

Commando - reasonable conversion of the 
vertically scrolling arcade game. 

Alrwolf- ageing, but enjoyable multi -direc- 
tionally scrolling exploration game. 

Paperboy - disappointing conversion with 
poor graphics and gameplay. 

Bomb Jack II - far better than its prequel, 
offering fun and addiction. 

Battleships - previously unreleased. Play- 
able, but ultimately very limited. 

Ghosts V Goblins - excellent conversion of 
the classic arcade game. 

OVERALL 62% 

Plenty of variety, but unfortunately many of the 
games offer limited enjoyment. It's also rather 
pricey. 



FIVE STAR 
GAMES III 


Beau Jolly, £9.95 cassette 


Contents: 

Uridium Plus r - see Four Smash Hits for 
details. 

Exploding Fist - ancient, but playable Karate 
Champ inspired beat 'em up. 

Trap Door - unusual and attractive problem 
solving game. 

T au Ceti - absorbing 3D strategy shoot ’em 
up. 

Aliens - excellent tie-in which captures the 
film’s atmosphere. 

Fi retard - large arcade adventure with little to 
entertain. 

Stri ke Force Herder - a flight si m u latio n with 
plenty of depth, but few thrills. 

OVERALL 80% 

Another varied package offering good range of 
games, but no outstanding titles. 
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SOMETHING HORRIFYING AND INE 


l 


i 


N° ,hin9 „ Earth b efore ' 

^ ft - - 

of the hurt- wrong 

pel£n to hunt- V° u! 

f'rtmmnrl/Mo JtA.r'lO aHa ff-O ORl I. rri J am 1 U i 


ACTIVISION. 

© t98 7 Twenties Century Fox Fi im Cotp A1 1 rights reserved. 
Trodemtjics owned by Twentieth Ceniury Fa* Film Cap. 
and used by Activision Inc. Under Airthorisafion 


Commodore 64,-128 Cassette (£9.99J and Disk (£14,99). ZX Spectrum 
48K/128K/+ (£9 99). Amslrad CPC Cassette (£9,99) and Disk (14.99), 
Atari ST (£14.99). 

Mail Order: Activision (UK) Ltd. Units 3 & 4 Lloyds Close 
Finedon Road Industrial Estate Wellingborough 
Northampton NN8 4SR Tel: (0933) 76768 
American Express, Visa and Access Cards welcome 


American fxpress, 






PLICABLE IS GOING TO HAPPEN 





GAMES TOP 30 



1 (1) THE LAST NINJA (13%) 

System 3 

m 1 1 ! ' 

11 (8) GAUNTLET 

U$ Gold 

21 (18) HEAD OVER HEELS 

Ocean 

2 (4) BUBBLE BOBBLE (10%) 

Fi-rehiTd 

1 2(10) ELITE 

Firebird! 

22 (22) ROAD RUNNER 

US Gold 

3 (9) CALIFORNIA GAMES (6%) 

us Gold-'Eoy* 

13 (13) THE SENTINEL 

Firebird 

23 ( 20 ) MERCENARY 

Novagen 

4 (2) WIZBALL (5%) 

Ocean 

14 (16) DEFENDER OF THE CROWN 

Mlrrorsott 

24 (29) MEGA APOCALYPSE 

Martech 

5 (3) BARBARIAN (5%) 

Palace 

15 (14) GUNSHIP 

MlCrfipraSo 

25 (23) I.BALL 

Firebird 

6 (?) WORLD CLASS LEADERBOARD (4%) 16 (-) INTERNATIONAL KARATE + 

US Gold/Access K&fi&mi 

26 (-) RED LED 

Heaktor 

7 (5) LEADERBOARD (3%) 

US Goid/Aceess 

17 (15) DELTA 

Thalamus 

27 (-) QUEDEX 

Thalamus 

8 (6) WORLD GAMES (3%) 

US Gold/Epy* 

18 (1 1) URIDIUM 

Herwson 

28 (-) ARCADE CLASSICS 

Firebird 

9(12) KIKSTARTI 1(2%) 

Mastertronrc 

19 (30) RENEGADE 

Ocean 

29 (-) SOLOMON'S KEY 

US Gold 

10 (19) ZYNAPS (2%) 

20 (24) BOULDERDASH 

Prism 

30 (17) SANXION 

Thalamus 
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1 ('JJ DELTA (36%; 

Thalamus 

Main Theme - -Rob Hubbai C 

2 ® SANXION (12%) 

Thalamus 

Loading Music - Rob Hubbard 

3 (3) THE LAST N11SIJA (9%) 

System 3 

Title Tune - Ben DagPish 

4 (4) MEGA APOCALYPSE (7%) 

Martecti 

Main Theme - Rob Hubbard 

5 (5) WIZBALL (6%) 

Ocean 

Main Theme - Martin Galway 


1C TOP 10 


6 (9) GAME OVER (2%) 

Imagine 

Title Tune - Martm Gafway 

1(7) l,BALL 

Firebird 

Main Theme - Rob Hubbard 

8 (6) GREEN BE RET (5%) 

Imagine 

Loading Music - Martin Galway 

9 (8) ARKANOID (2%) 

Imagine 

Fitis T une - Martin Galway 

10 (-) ARCADE CLASSICS (2%) 

Firebird 

Main Thame - Rob Hubbard 
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. A MULTI PLAYER INTERACTIVE 

COMPUTER AND BOARD GAME 
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ICON-Drlven order selection tot 
all war situations in the game. 


<s? TT-; 


I??* inn i 

rfPjC 

J*f nr i'vEi PH10UCT 

1 niHUI 

iju.tr IzaWTnii:* 

tA Cat -O © 


CitLiita WjO i .-• j ... 


Multiple options right through the 
game, The game rules are 
monitored and indicated by the 
computer, but the players 
control ail movements, 
strategy end tactics. 



A new exciting computer 
board game which takes 5 
minutes to learn and a lifetime 
to master. Capture the enemy 
HQ or destroy ail enemy forces. 
The impact of the player’s 
strategy and tactics makes this 
one of the most realistic 
conflict games ever. Take 
command now and see if you 
are up to the ultimate tank 
battle. 


A typical battle with gameboerd, joystick, computer screen, 48 tanks and armoured cars, 


For 2 to 4 players] 


BATTLE OF ATLANTIC 
PLUS D-DAY 
INVASION 

Command a Destroyer at sea, hunt 
U-Boats, depthcharge and sink them, 
guard your Convoys, then operation 
Overlord — D-Day begins. It’s all 
yours, can you make it? 

^yV- 

w r**™ 

y. 



* * 

- 

D-DAY INVASION 


J * -4 




BRISTOL HARBOUR 



ATLANTIC SCENE 


Many Screens; featuring 
nar. Compass. Depth charges. 
Convoys, Naval and Machine 
Guns, Mines, Landing craft, Game 
situation board and much more for 
you to try. 

Note: This is a conventional 
computer game (without gameboard!) 


Wulfpack CBM 64/128 

Cassette £9.95. Disc. £1 1 .95 


Tankattack CBM 64/128 

Cassette — £17.95. Disc £19.95 

Available soon on Spectrum & Amstrad 

IQ Software Ltd., Beechmount Industrial Est., Navan, Co. Meath. Ireland. Tel: + 353*46-22133. 




■ 


PICTURE THIS 


With the increase and effective saturation of the computer industry with quality software, the need for 

similarly high quality advertising has arisen, 

Thecomem of most computer games; alien species, intergalactic battles, underwater explorations and 
the like, give rise lor the need of a graphic representation by means other than photographic, simply 
because it's impossible to capture the actual subject matter on film, To this end, the artist lias played an 
important role in the conception, took, and eventual growth of the home software industry, Steve Jarratt 

provides a brief insight into the lives of four lop artists. 



BOB WAKELIN 

Unfortunately B«b WakeJin was unavailable 
fur comment cm bis work, since his busy 
schedule means that he spends a lot of time in 
the Stales, where he does illustrations tor 
A user lean comics. 

Ills work is used predominantly an Ocean 
and Imaginegamesand advertisements, where 
hts photo - realist a ir brushed paintings arc 
amongst the best in the industry. 





UV'iiS 


TONY ROBERTS 

Tony Ruben*, is 17 Jives with his wile and fam- 
ily in Flnvtv, amt has been a professional iEJns- 
traioi si net* leaving art college in I’i72, He 
studied at Ravenstiourm , and on ounfilciin^i 
Course at VVolvt i bamplon, left logoi reel ance. 
He lias worked at advertising lorn •. s hiK . bm 
heavily utlhjeiucd by surrealism and his love 
ni fantasy paint mg s Nuih as I hoso by 
JberuriyuHuis Hom h), he was prompted to 
iH'giti Illustrating weiur fiction book mv t '[v,a 
h. art's 1 f lif has successfully continued in date. 

( ?c®i sim lallvTu ny gels i he dianec to cx p re s> 
Ins Ideas in in hf r ways: a Iflfjy cover leu ■ hv 
Radi nTj men. In a lured an Mammal ill lisi min hi til 
a Russian >py-s<iicMiic zapping ,m American 
one Ini a Forthcoming Panor.imj program on 
SDt.u liu.li was tfL.fi fed in srmu ruvlatm ai the 
lime 

In I^M, Roger ( It ri si kin, production 
designer ft:u Si at iVan and ylb'en {feir which hr 
won ,m i >h ,u i. .wk : .1 Tnrn to wm k awotkept 
illustrator fur a film project eniulcd Quest, 
JJnloritinoifly, ihe projeit fell through but* 
impressed with hts vvoi k Roger cOnlacted 
Tony again to work miJOS'-l - a followup in 
iWM- whit 1 1 has been film ft I ni ■% u > l miu ,i mi 
she m Id tif released ai a Iulum dale Tonypro- 
v idf d d es L g t ts for s| sice ships a n,j a la rg f ci ta de l 
which Features in the final cut. 


I if works primarily in df signers' gouache 
hut is also experim filling with a range of 
American Ikpmi watenolnurs which allow 
him to create g.a/cs of col mu using It is Ac ri ig 
raph '6?' airbrush, Mosl of the derail h 
accomplished by painstaking brushwork. with 
the airbrush used io i redie highlights and 
lillrvh olF' - giving I he arhvnrk a polished 
appearance. 

June paints on ilhisitation boardappmxi- 
m.ih K 20x I ft inches in size, and lakes about 
ten days Wi complete a picture. The completed 
artwork is then airbrimheil with a line layer of 
Uquitex - an a cry lie fixative which protects l lie 
surface rmd brings out the colours Original 
Tony Ruin i is i . n work u snail y sells lor bel wi on 
£750 and Cl, 000. 

Although l taimirig to be computer llliierafc, 
his 1 ft year old son is an avid neuter id ZZAP1 
iihI has a large col let [ion of games. 

'( lame designers need professional artists to 
c leal f the graphics', says Tony. ’Alii he games 
I've -seen are very similar - 1 here aren't any 
really dynamic computer graphics. ITsihe 
aciiom m s always straight -on. nr overhead 
vie wy. I hey really need someoni* to go in and 
inject sonic new ideas, 

I have thoughi al>on| doing some graphics 
for games, bill I really IoumI mug illustrations 
- it's my life 1 




■A H f .A 


P 1 64 Christmas Special 1987 













STEINAR LUND 

01 Norwegian divan it. Steiruu Lund w.i shorn nexlthree years during which lime he made 

in Herjjft i in I 1 **-!, where he livi d among Hie emuact with the invuors of Qcnvkstlv,;!. who 

Lot i,]s and mountains ( >r ten years u mil being emu missioned linn i.u produce his first soli 

Inrved to move t n warmer l times. ills father s Uiiri' i over art lor their garni Pefi'ndct 
new jnli with Thoresen car Ferries Induced the After produ cm g covers lor publishers Tllnr* 

young viking to invade Southampton he liked sons New Age hooks (covering such diverge 

the place and has slaved there ever since subjects as Yoga and Astrology) he Mindly 

t tjJlosving the usual sped ai seiuioL Sicfuii became a lull-time frwtapLr tllusinitoi in 1 9&3 

went through mvIi form, ltui leli to begin and lie work can he wcri gracing computer 

work in his brother-inriavv'x • ham of ucwvi games, books, record covers ami advertise- 

gei ns, wo r king as a n ia i urge t a n d t he n a rea minis. 

manager He I malty Icii io hrgm a course tat Surioar's picture are mainly airhrushed, 

interim design si Kington polytechnic, with working with an Olympus SFt , SF»hand an 
«ni aim in designing chop interim's. He mm Aerograph 'Super r. \ Usings variety of media 

[deled 1 1 k course ohs.ii.nmg a Bachelor oE Arts i; Magic { oloui inks, IVfkan inks, Badger air- 

in i he process but found the hcavdy finance- brush acrylic vand Dr Marlins' s watercolours), 

oriented career loo ‘titling and left in I to he works on School ft: r slia mm lt 44j grade 

spend the next year drawing. dole md building smooth art board The finished palming is 

up a portfolio of artwork. covered in art acetate lUin to protect ri and tus 

lidlnem ed by Halvadm Daft. Magritte* and pairtlings usually take between lEiree and live 
Eater Chris Foss, Hun Bumis-hhI Tim White ids days to complete 

work tent red mi science fiction themes, [n When playing compiuer games St emai 

iiinc of shat yeat he met Rogei Dean i Hv enjoys shoot 'em ups - preferring to vent his 

album covers} during an ill fated science herserkei iendencies on aliens rather than the 

fiction encyclopa erf la project where Mr Dean popular oE StMithamplnn 
described Su inar v work as' mediocre'. At first SLeinar is also happy that cover artwork is 
depressed by this critique n fired Sieinar to being recognised as a vatualilf and integral pari 

work harder and produce pictures ol a higher nf the computer games industry, Tm not loo 

standard. worried about liie sex arid violence on game 

His earl test published work appeared m covers as long as they areu'i Lon explicit. After 

\ yitfO, which invotved commuting in and (nmt all, heroic deeds are pari of a young tmagina- 

Durbau in South Africa in illustrate a series ol Lion, and where would a hero be without 

humourous DlY books. ] his cun till ued for the adversih and romance'?' 











DAVID ROWE 

1 J.iviti If Hi in knuc is V7 aiui I a-- with bis wM<_- 
■i i uf nv(> t lull 1 1 fii in an n -roomed cottage In 
I tmiddcwi IhvH. nc%ir Tregaron in liy fed, hav 
ingti l cm lv moved hum his pi evi uns home in 
Bisln >p\ Waltham rtearSiHithamptni i (he and 
Meinar Lund are friendly rivals). 

Born in h#5d, David went to a Grammar 
school and began taking A levels in Zoology, 
Hold ii 1 , ..Hu. I Kriigllsh dm mg I lie 'sw-mglhg.' siv 
lies hi Inn? lie dropped out ol s«. bool and 
moved sti with Ids wile-lo he Susan 

II. lhri'i spem rfevv ycatsiinamloll i he dole 
doing odd jobs i hr helped build pan <"1 the Ml 
near ISasiiigvrokej and mirUiiinghk i me re si in 
art , OL'.ilinit wait murals wish, Susan in and 
around SomhampUm and eventually enrol 
liiiE ino year-long loin nlalitm tom sv as South 
arupion art college. t inciirrtplcijngihlshe vvas 
successful In his application to Urip.li inn, who 
were at tliar lime accepting only one ill 14 app- 
lied uls! Alter I he three year course., he 
e me tt;ed with a BA illomj ior his pains. 

s Jverihe next lew y ears. I hr. id spew a lot ol 
I lls nmr doh IE 'tedious illllsl 1 3| intis'. To v|ip- 

piemeni his income, in l [ i7b he began teaching, 
life drawing and ended up doing this ) wire a 
e. i ek tm seven years. 'This was the cor 
nerdnne of ni> art education; you're on tin- 
spot in from ol students You have lobe able m 
hark up everything you tell them ii really 
sharpens the mind 

During this time. David humped into Psick 
Lambert, a Iriend ■■ vlir s he km vv Iron! South- 
ampton Nick had recently tan i Idled Die 
Quit ksilva label and asked David In creak- a 


hill-Lolouttassciiy hi lay k>r mic ol iheii 
games, in October TS2, r ht^fLnrt appeared 
wuh a David Roive lover one of the tirsi m 
feature a full-colour il lust ral.1 on. 

I laviii looks batk oti his earlier efforts with a 
tinge ol i egret. 'You always ask yourself what 
piit tires would have been liked you had done 
Dus dillei eulh or I lie) bad been altered Usu- 
ally , thiMJLih the dead line da, ideciUor you. hut 
I'm happy w ii h the HvAodc n ni - ii was a new 
direi turn tm me 

I Javjii's major claim to lame a< ihe mo mem 
is the w urk he • IcvS tor ihe lelwkin-n projn i. 
KtjhjhlfHdiY' . Two years ago Tim Child from 
\ngha TV approached him wilb an idea lor a 
pilot sin iw , 1 Livid l recited several pai ill mgs and 
some acetate o 1 . er lays in how dial r he com epl 
was at tea si I nisi hie. The show featured actors 
'chroma keyed' ini" David Howe pannings and 
was hi voii rahls received \ hill-blown pilot lol- 
h nved and llie series iv is given die go-ahead, 
David being Lominisslnned toefealC some 24 
painting*. 

David airbi ushes likpiciut’es w-ith an Aet ug- 
raph Super fi Y arid Ok mpns airbrush?* onto 
brisk < S E ( J i irahk g ' art hoard Using mainly 
Magic f nloiiT inks, he Unishes off' b\ using 
at rylics, colour crayons, pastels and even 
scran lung to the hoard beneath with a scalpel 
titic It picture usual ly lakes about three days to 
i oinplete. and I ijvrd sells ilu- v ipyrighl tm 
a ;oii ini L ’iso a ilme. 

When he isn't bu s\ a i wi ok David vi s joy % 
sciem e fiction i lay -pigeon shooting. and np- 
ping out the ilry tm in his kitchen 
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missile craft 

However, if it's the real thing you lust after, EOA have 
arranged a day out at the Brands Hatch Hoverschool, 
where the two lucky winners of this mega-comp will 
receive proper training in pi lotting a hovercraft, and even 
indulge in some hovercraft races against a couple of boy 
racers from the ZZAPI team! 


M: 


HVi 


nothing - you have to earn it! What we want you to do is 
3 design a futuristic combat hovercraft. As ever, attention 
will be paid to the imaginative aspects - not necessarily 
how good the finished picture is - so even if you can’t 
draw, get thinking! 

There are also 20 runners-up prizes of copies of PHM 
Pegasus, which will be awarded to designs who just miss 
out on the action. 

The finished picture, blueprints or full-scale working 
prototype models should be sent to the usual address: 

HOVERCQMP, ZZAP! TOWERS* PO BOX 1 0, LUDLOW, 
SHROPSHIRE, SYS 1 DB, to arrive no later than January 
the 14th, 1988. 

Please remember to include names, addresses and 
telephone numbers, so we can contact you as soon as 
possible. 
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PRECISION 


GAMES 

CONTROL 


^ STAR FEATURES 

* Fingertip Action 
JO Buttons 1 for Fast 

Precise Control 
J * Revolutionary 
Combined Direction 
y|ggjP^ & Fire Buttons 

* AirtfrFine Mode 

* Burst-Fire Mode 

Flat Profile for Easy Both Hands Use 

AND m 


ONLY £18. 


Instead of the old fashioned joystick, ACTION BUTTONS’ 
control direction & fire BUT — this is neat — StarTrak 
has a second set of buttons which combine direction 
AND tire into one! START RAK'S fingertip control enables 
even the learner’ to reach scores old fashioned joysticks 

can t reach, rnore, the slim, low profile design 

means you can use both hands at once! 

The good news doesn't end there. STARTRAK features a 
three position fire control switch OFF, AUTOFIRE and 
the amazing BURST FIRE mode. With BURST FIRE you 
jet a short or long burst of fire each time you press and 
hold down the central tire button — it's deadly! 

Get your hands on Star Trak today 


DESIGNED AND MANUFACTURED IN THE U.K.BY 




R. H. DESIGN Dep', ZZAP 
Units 2 & 3, stonetall Stables 
Stonetail Avenue, Harrogate HG2 7NR 
Tel 0423 S80520 
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IN THE MAKING 


The Masters Of The Universe characters have gone 
from strength to strength in recent years. Origin ally 
devised in 1982 by Mattel as a set of toy dolls, they sold 
so successfully that they were turned into a TV 
animation series which has since been syndicated 
around the world. This in turn proved a highly lucrative 
move, and there are now over 1,000 licensed Masters 
Of The Universe products currently available. The 
Cannon Group is about to release a $20 million full- 
length 'live action' film. Julian Rignall reports. 


When production of Masters Of 
The Universe first started, director 
Gary Goddard, author and director 
of the ‘Conan' and '0010 Special 
Effects Show 1 - tourist trips at 
Universal Studios, California - 
knew exactly who he wanted to 
play the starring rote of He-Man; 
bolph Lundgren, who had 
previously starred opposite 
Sylvester Stallone in Rocky fV. 

"It was obvious, even 
intimidating, that lundgren was so 
right for the character/ says 
Goddard - and with his 
6 1 6" 2401b physique, it's difficult 
not to agree. 

The role is an opportunity for 
Swedish- bom Lundgren to aspire 
to new heights, and he teals it right 
for him, mostly because of He- 
Man's inner qualities: personal 
courage, mental agility and a 
refusal togtve updespite the odds. 


‘He-Man is a nobleman, a leader 
and the quickest of the warriors/ 
says Lundgren, 'He's an old- 
fashioned hero of great strength, 
sensitivity and good humour - 
truly a Renaissance Man/ 

Lund gren is h I mself a mixture of 
brawn and brain - while studying 
chemical engineering Sydney, 
Australia, he also became & karate 
black belt and later European 
Heavyweight Karate Champion. 
Returning to Sweden, Lundgren 
became an instructor in hand-to- 
hand combat and chemical: 
warfare before receiving a 
scholarship in chemical 
engineering at Massachusetts 
Institute Of Technology (where 
Infocom was founded). But he 
never got there, a chance meeting 
with the coach who launched Matt 
Dillon on his career ted to 
Lundgren taking up acting instead 


Both Goddard! and Lundgren 
have worked many changes into 
the Masters Of The Universe script 
to add more action sequences, 
and they significantly altered some 
of the characters and the 
mythology of the IV series, and 
both feel that He-Man's character 
has been strengthened as a result. 

Countering good with evil is 
Skeletor, He-Man's most deadly 
enemy, played by Frank Langelia, 
who starred as Dracula In the 1&79 
version of the film. He found the 
Skeletor character an interesting 
one. an d spent a Ion g time t h inking 
about, and developing his 
personality. 

‘Skeletor is an intelligent, 
persuasive and strong individual, 
even ly matched to He- Men except 
for the hero's physical presence/ 
says Langelia, 'but Skeletor is 
Obsessed by obtaining more 


power and controlling He-Man, I 
took great care how Skeletor 
should be perceived, and am 
thrilled with the way he turned out / 
Getting into the Skeletor 
costume was a very time- 
consuming task, with over 30 
different costume fitments to put 
on and take off at every shoot! 

Evit-Lyn, Skeletor' s partner-in- 
crime Is played by Meg Foster, 
who also appeared in The Scarlet 
Letter and me BmfBfd Forest 
Again, a lot. of thought went into 
the characterisation and her 
relationship with Skeletor, 

‘She has a deep love and 
respect for Skeletor, and while 
sometimes his patience with her is 
short, she is always there for him., 
I think the energy has turned out 
exactly the way that Gary, Frank 
and I envisioned it, 1 says Foster. 
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TH E STORY 

The feature film Masters Of The 
Universe diverges from the 
cartoon's more traditional fantasy 
storyline -in fact Cannon's feature 
film has no connection with 
Rlmation, who together with 
Mattel own the TV rights. 

The action begins when the 
planet Eternia, formerly a 
paradise, is devastated by war. 
Skeietor and hss sidekick EviHLyn, 
inhabitants of the planet's dark 


side, arc determined to destroy the 
jentie Sorceress and the castle of 
Sreyskull. 

The story begins as the 
Sorceress, imprisoned within an 
inescapable energy field, is being 
drained of her power by Skeletor. 
Within 24 hours, her life force will 
be spent, and the power of 
Greyskuil completely neutralised, 
He-Man - with his entourage, 
Teela, a female warrior played by 
Chelsea Field and Man-At-Arms 




THE GAME 

Vying with Arnold 

Schwarzenegger for Muscles! 
Film Star On A Computer Game 
This Christmas Award is Dolph 
Lundgren. Schwarzenegger gets 
Predator, Dolph gets Masters Of 
The Universe, 

The game of Masters is being 
programmed by Gremlin 
Graphics's top team, and they say 
I hey are sticking quite Closely to 
I he film’s plot. 

The action starts with the 
computerised He-Man running 
around the vertically scrolling 
streets of Colby, looking for notes 
to the Cosmic Key which can 
return him to Elornia. These must 
be discovered within an allotted 
time span, but ho is continually 
disturbed by Skeletons evil 
warriors who warp In and out of 
existence - from Eternta - and 
whom He- M an has to shoot. 
Throughout this section He-Man 
receives messages from his 
h ends. Teela. Man-At-Arms and 
Gwiidor, idling him of any 
important news^ These bulletins 
provide the game's principal 
structure, as they direct He-Man 
ig four sub -games. 

The first of these is a fight with 
two of Skefetor's henchmen, 
Blade and Karg, in a scrapyard. 
Next comes a shoot-out at 
Charlie's Music Store, in which 
He-Man shoots at enemies 
popping up across a street. The 
third sub-game is another shoot- 
'em-up, with He-Man tackling a 
multitude of Skeletons cronies 
aboard a flying disc. Following 
that., He-Man flexes his muscles in 



PERIS MM1BW 10 

LHURD ^ 


► A screeftfthD I from tf asters Of The 

Univme- the game, coming soon 
from Gremlin Graphics 

readiness Iof a final confrontation 
with Skeletor at the edge a 
bottomless pat - there can be only 
one survivor 


He-Man is given one note of the 
tonal sequence for ibe Cosmic 
Key tor each episode he manages 
to complete, and can find one in 
the streets before each encounter 
The eighth note is not collected for 
besting. Skeletor. though, but is 
given earlier for making the right 


response to Skeletons demands - 
He-Man fights with Skeletor only 
after all eight notes are in hie 
possession" 

Gremirn Graphics hope to have 
the game finished in time for the 
New Year, so keep an eye out for a 
review next issue. 
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THAT’ S 

ENTERTAINMENT? 
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For the first time. Manoeuvres comes to you directly from the 
keyboard of an Amstrad PC. Some friends a rid I (including John 
Woods who writes for THE GAMES MACHINE) are starting a PBM 
comp a ny and have mves ted m this computer to use as a word proces- 
sor lor out first release, a role-playing game called Revenge of the 
many-legged Man Eating Mutant Tiger Hounds from Outer Space 
\ m largely responsible tor the conception and design of this master- 
piece. and I'll be moderating it. 

One ol the things that wa r ve all discovered while attempting to 
describe our new enterprise to friends, relatives, landlords and acc- 
ountants r is the near impossibility of communicating the concept to 
those who have never heard of play-by-ma il games or role -playing, 
the last line of the conversation is usually a bewildered ‘And thev 
PAY you for this?'. 

1 should imagine that most readers of Manoeuvres have expert* 
enced a similar sort of difficulty in trying to make the uninitiated 
understand the value of entertainment software? When 1 tell some- 
one that I make a living writing for a computer games magazine, and 
even go into some detail about what it is I actually do, 1 feel certain 
that days or weeks later the same person, on meeting a computer 
boffin, seeing an item on 'Tomorrows World' or coming across an 
IBM at work, will say, Tt meant nothing to me,, but of course you 
know all about computers, so I thought you could explain it ' It's 
hopeless to protest that my Spectrum Basic is limited to LOAD "" 

and Commodore Basic to LOAD B.1 ; even il they begin to grasp 

that really , honestly, all I ever do is play games, the reaction is likelv 
to be hostile. 

] r “ s i ait. m any peoples' experience of computer games is limited 
to. and coloured by the arcade machine blasting away in the corner 
of the pub. and a folk memory of Space Invaders. Therefore it's 
difficult to convince someone who has never seen a modem home 
computer that many are more refined than the conversation mtei 
rupting monstrosity next to the only free table. Its almost impossible 
ro make them believe that one can got the same degree of intell ectual 
challenge and satisfaction from a strategy or adventure game as one 
can from a crossword or traditional board game, and ihat such games 
can be every bit as worthwhile and 'wholesome'. 

This frustrates me sometimes, particularly as I know that there's 
a respect in which computer games can be unwholesome I wrote 
about it a couple of months ago: the addictive effect the best and 
worst of them can have on the player's mind. 

Another 'syndrome of misunderstand mg r is the 'use of a home 
computer ' fallacy It's been su fficient ly srtat ed els e whore before now 
that a homo compu ter h as no use except as a flexible games machin e 
- for a home computer like the Commodore, anyway. Anyone who 
has any personal contact with the facts of the matter knows that the 
one-time ideas, which are still current in uninformed minds about 
using a home computer to regulate the central boating or store 
addresses aro nonsensical. The Commodore doesn't even make a 
particulary elf active word processor. 

IhosH of us who are interested in strategy games ought to make 
an attempt to convince others of then value. The less misun- 
derstanding there is, the more people are likely to try these games 
enjoy them and buy them. 
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STRATEGY 


ast month I 
reviewed SSG's 
Russia. Their 
latest release. 
Fifties' In 

Normandy is in 
outward 
appearance a 
similar 

production. Having grappled 
with the meaty orders system of 
the former garde, and more or 
less got to grips with the 
I branching menus, I expected 
familiarising myself with Battle 
In Normandy would be less 
work However, although the 
general presentation is much 
the same, and the on-screen 
appearance and packaging 
identical, there are many subtie 
and not-so-subtle differences 
that make Battlm In Normandy 
far different from Russia. 

The game comes in the same 
type of substantial fold-open 
card wallet as Hubs in, with an 
00-page ratebook, reference 
cards printed with diagrams of 
the branching menus that run 
the proceedings, a glossy full- 
colour map and that thoughtful 
touch, a strip of labels for your 
1 save game disks. 1 have to make 
a special mention of the map, 
because - with the somewhat 
irrelevant exception of the little 
toolkit I got in the packaging of 
Autoduel - it is probably the 
best quality component extra 
I've seen in a wargame. It shows 
Normandy, simplified into small 
hexes of many different types of 
terrain, and having 

diagrammatic boxes enclosing 
the areas in play on the screen 
for each scenario . 

In a connected senes of eight 
scenarios - for some reason 
there isn't a grand campaign 
game - Battles In Normandy 
recreates the British invasion of 
Normandy and the battles that 
wore fought around the beach- 
heads they created. The 
historical analysis in the 
rulebook describes this 
campaign, from the Allies' point 
of view, as a ’strategic success 
and a tactical failure 1 rather than 
the unqualified triumph of 
popular conception. Recreating 
the actual situation is of very 
great import ance in this game - , 
it comes closer to being a 
simulation of history than most 
computer waryames even 
attempt - and this explains the 
complexity and the vagueness 
of its victory conditions, Because 
the Allied invasion of Normandy j 
was a success, a player who 
chooses to land himself with the 
Axis powers in any scenario io 
likely to fail in an overall sense 
Victorias are won and lost on 
points rather than the 
achievement of specific goals, 
and points are won by capturing 


and hanging Onto ’objectives'. 
Capturing the objectives m not 
ns important as retaining them, 
for each give points per turn 
Some aren't valuable for the 
w hole length of the scenario and 
only give points between 
specified turns This system of 
rewards manages to create an 
atmosphere of frantic ground- 
grabbing - the player is advised 
to catch and keep every 
objective in sight - and it gives 
each scenario more flexibility 
than rigid conditions would. 

The player can either choose 
sides, or set the computer 
against itself m 'observe" mode. 
Handicaps can be set either 
way, and act as a multiplier on 
victory points rather than the 
deployment strength or artificial 
intelligence routine. After these 
brief preliminaries, the player is 
free to wade through the 
apparently interminable tangle 
of menus in an attempt to make 
sense of the system 
There is a rather desperate 
sounding assurance in the 
manual that it all becomes 
perfectly simple in the end - this 
is true. The menus become 
lightning fast to manipulate, but 
you do have to put in quite a bit 
of care tut studying of their 
function. I'm not sure that the 
'tutorial ' scenario is a great deal 
of help It takes the bewildered 
beginner carefully step-by-step 
through 'Sword 1 , one of the 
simple scenarios, but only tolls 
one what buttons to press, 
rather than why. Since the 
rulebook is in a format virtually 
identical to Russian, I knew 
there was a detailed and 
Comprehensive breakdown of 
the function of each menu in the 
next chapter, and I found myself 
continually referring forward to , 
that as the tutorial brought me 
up against a new menu without 
explaining it. 

There are sixteen different 
kinds of battalions, although 
they re not all necessarily 
available in a single scenario. 
The player is conceived as 
operating from a fairly lofty 
position in the chain of 
command, and controls a 
regiment rather than a battalion. 
Regiments are made up of 
battalions, appearing on the 
map and m reports as individual 
Units, but the player doesn't 
have the power to specify in 
which hex each ends up, Orders 
are given to the regiment, and 
the battalions attempt to follow 
them as best they can. 

Each day is divided into four 
turns - AM, noon, PM and nite 
(sic) — so the timescale is quite a 
small one During night turns 
you're not really supposed to 
wake your men up and force ' 
them to do things unless there's J 


a pressing reason for it, sc tha 
action menus available for these 
turns are structured differently 
from the daytime turns to 
provide some degree of 
protection against inadvertently 
depriving the troops of sleep, 
This adds a feeling of shading 
and reality to the inevitably 
artificial turn system, and drama 
too — the ' Sword 1 scenario opens 
in the middle of the night, after 
the 6th airborne division has just 
landed on the beach and is 
planning to attack the Merville 
battery at 2,00 am 
The regimental orders given 
depend very much on the 
position the regiment happens 
to be in. Its combat state is either 
' ready", 'contact' or 'engaged' 
which is a general description of 
how close it is to the enemy. In a 
merely "ready 1 state, before it 
has had sight of the enemy, it 
can be told to real (to recover 
fatigue points), move forward to 
one of the objective hexes, seek 

a particular enemy battalion or 
deploy itself defensively around 
its current position. When in 
contact', aftei the enemy has 
been spotted but before it is very 
close, the regiment can choose 
from two severities of defensive 
action or launch a limited L probe r 
attack on the nearest battalion. 
When ‘engaged 1 , a battalion is 
practically on top of the enemy, 
and attacks in three different 
ways or prepares itself for a 
realty effective assault in the 
next turn The sophistication is 
apparent, and the player has no 
control over what sort of combat 
state any battalion is in The 
uncertainty of a real campaign, 
when events lake on a life of 
Lheir own and the leaders do not 
have the simplified God -like 
control of a wargamer, is 
suggested. 

All orders can be manipulated 
until the player selects Run 5, 
which processes the turn, One 
distinct irritation about the 
presentation of Betties In 
Normandy is the lack of any 
description of orders given to 
regiments. It's easy to forget 
when you are controlling a large 
number what you told each to 
do. and indeed if you 
iemembered to hand out orders 
to everyone. 

Like Russia, Battles In 
Normandy offers a 

comprehensive design program 
as a major feature. Creating an 
entirely new scenario is a big 
project, but there are 
suggestions for minor, 

historically plausible variations 
to introduce into each 
predesigned scenario. The 
adventurous can draw an 
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entirely new map. using the 
building blocks of the 16 terrain 
hexes, and the details of forces 
and deployment can be waned to 
an infinite degree. Conceivably, 
one could concoct a Very strange 
and unrealistic situation, but 
serious users are more likely to 
want to type in the scenarios 
printed in the company's 
magazine Run 5 

The rulebook covers all 
aspects of play thoroughly. 
Although the tutorial isn't as 
helpful as it might be. the 
required information is found in 
the next chapter and the 
historical background material 
is abundant. The setting of each 
scenario is analysed at length, 
and possible tactics suggested 
briefly. 

As before, and at the risk of 
repeating myself, I have to say 
that this is an extremely 
worthwhile purchase. There's 
hours of play in it, and designing 
your own scenarios is a possible 
hobby for life, 


PRESENTATION 95% 

Bridges the gap between 
computer and board 
wargames 

GRAPHICS 60% 

Dull, and slightly confusing, 

RULES 96% 

Detailed scenarto analysis, 
full explanations of all ’ 
aspects of the game system, 
and every other kind of help 
and support. 

AUTHENTICITY 90% 

The system of capturing 
objectives instead of winning 
outnght adds greatly to the 
atmosphere, 

PLAYABILITY 66% 

Some work is needed to get 
to gripe with the menu 
system, but after that play 
becomes easy and 
fascinating. 

OVERALL 90% 

Another Sizzle r for ESG, and 
a game entirely worthy of 
purchase. 


BATTLES IN NORMANDY 

SSG, £14.95 disk 




hexes and prevent a piece mov- 
ing from one to another. Hexes 
with craters in them can't be 
entered at all. 

Actions are selected from a 
series of pull-down menus, and 
are carried out by pressing fire. 
At the start, the player chooses 
a ' field’ — merely a particular 
arrangement of rubble and crat- 
ers on the hex map — and deploys 
his forces. For a quick start, 
there's a choice of five preset 
fields with the defences already 
deployed, and a further five pre- 
designed maps which allow the 
use r to place his units as desired. 
The third alternative is for those 
who like to play around with 
editor programmes and make an 
entirely new ‘scenario’. I'm not 
convinced that the shape of the 
map has much effect on the out- 
come of the game, but the type 
of tanks chosen and their 
arrangement certainly does. 

Against the single computer- 
controlled: Ogre, the Defender 
has a range of five weapons, The 
capabilities, of these are defined 
by five parameters: attack 

strength, attack range, defence 
strength and movement. Attack 
strength determines the percen- 
tage chance of hitting the Ogre, 
attack range determines how 
many hexes ahead the missile 
weapons travel, defence 
strength is the measure of how 
resistant they are to attack, and 
movement is self-explanatory, 
Heavy tanks have a high attack 
strength and are fairly strong, 
but their range is short. Missile 
tanks have less chance of doing 
damage and are slower, but they 
have a longer range. Howitzer 
tanks have a range far wider 
than the Ogre’s own, and are 
extremely accurate, hut are 
almost defenceless and can't 
move at all, Ground effect veh- 
icles are super- fast - they actu- 
ally have two movement phases 
in one turn - but are moderate 
on other abilities. Finally, the 
player has some infantry at his 
disposal, and disposal is usually 


the operative word. 

The defending player has 
quite an assortment of these 
weapons at the ready, all ranged 
against a single enemy piece. 
But the Ogre is a thoroughly 
nasty collection of hit points and 
has four clusters of weapons, 
each equivalent to an ordinary 
tank, two missiles, one main bat- 
tery, four secondary batteries, 
and eight anti-personnel. In 
addition it can move at a speed 
of three hexes per turn. The 
defender’s task is to wear the 
Ogre down weapon by weapon, 
chipping away at its attacking 
strength and attempting to slow 
it down by blowing up its cater- 
pillar tracks. 

The action takes place in turns 
of multiple phases, with the 
defence moving first. Details 
about each piece may be acces- 
sed, and it can be moved if 
required, The Ogre's details can 
also be examined - useful, since 
a knowledge of the Ogre's state 
is essential whan the attack is 
planned. 

If you try to exit the movement 
phase without having moved all 
your pieces, you’re asked to 
confirm this decision. A similar 
query at the end of the firing 
phase 36 very Useful, but 1 found 
it irritating here. Quite often it's 
tactically acceptable to leave 
tanks in position. 

Having manoeuvred the 
defence weapons, the player 
gets to fire at the Ogre. Moving 
tanks Close is essential, but it 
also means that in its firing 
phase, the Ogre fires back. Each 
tank has a choice of shooting at 
one of the Ogre's weapon banks 
in an attempt to take them out, 
or going for the treads to slow it 
down, The Ogre has forty-five 
treads, and every fifteen 
destroyed means one less move- 
ment point per turn. It's fairly 
important to attempt immobili- 
sation, because even if the Ogre 
is stripped of its weapons, it can 
simply roll over the command 
centre and crush it. 

Depending on the target's 
attack and defence strength, a 
tank has a percentage chance Of 
hitting a weapon of its choice. 
The powerful Howitzer tank has 
100% chance of hitting the 
pooriy-def ended anti-personnel 
weapon, while the Ground 
Effect Vehicle has only a 17% 
chance of destroying the main 
battery, This percentage chance 
is increased by combining the 
attacking force of several tanks. 
Any number of tanks can aim at 


the same target and increase the | 
chance of hitting it, but the 
effect will be the same as if a 
single tank has made a lucky roll, 
and the firepower of the extra 
tanks, who only get one shot per 
turn, might well have been 
wasted. All tanks have a 33% 
chance of hitting the treads, but 
they can't combine firepower on 
the target, 

This clearly-defined percen- 
tage chance-to-hit system is 
well suited to the game's 
stylised nature, although it 
seemed to me that the Ogre 
managed to hit my tanks much 
more often than 1 managed to hit 
it I One major advantage which 
the Ogre has is the ability to dis- 
able the player 1 s tanks on a 'roll 1 , 
where the same result for the 
player just 'glances' the OgTs, 
and has no effect. So every time 
the Ogre hits, it does some effec- 
tive damage. 

The multiple choice of targets 

- the different ways in which 
you can attempt to cripple the 
Ogre before it reaches its target 

- makes for a satisfying variety 
of strategies. The instruction 
booklet is substantial and deals 
with the mechanical aspects of 
the game thoroughly, including 
tables which makes it clear how 
the computer calculates combat 
results. A second book in the 
package goes into the tactical 
theory of the game, under the 
pretence of being a manual for 
command post commanders, 
and it makes interesting reading 
after you’ve played a few times 
and got a grasp of what this 
involves in practice. 

Personally, if 1 was in charge 
of this battlefield I would make 
sure that the helpless command 
post w&e properly fortified so 
that it couldn’t be crushed by the 
Ogre in such a casual way, and 
I'd have another Ogre - or two - 
lined up to meet the enemy. But 
it’s not fair to take the scenario 
too literally -asa game it works 
very well indeed. 


gre describes 
itself as a strat- 
egy wargame. 
and I suppose it 
is a wargame 
insofar that it 
deals with the 
systematic 
destruction of a 
war machine by other war 
machines - but the supertanks 
employed in Off re are entirely 
fictional. This isn’t a fault by any 
means - Ogre has a classic con- 
centration, simple where it 
helps the game play and com- 
plex where it make? things 
interesting. 

We are, in concept at least, on 
the battlefields of the 21st cen- 
tury. The predominance of 
small-scale nuclear weapons 
have made infantry troops 
rathe t too expensive and; cum- 
bersome to use in battle, and 
defences against long-range 
missiles have become so sophis- 
ticated and widespread that 
they're no longer an option The 
development of a new kind of 
wonder metal means that tanks 
are back in fashion, the most 
advanced kind being a SO metre 
long 'cybernetic attack vehicle' 
- the Ogre. 

The action takes place on an 
unidentified battlefield- There is 
no assumption, not even an 
Implicit one, of an East-West 
conflict, and the situation is 
highly stylised. The Defend or, 
who is always the player, has a 
command post and an assort- 
ment of mechanised tanks. The 
Ogie, the single piece controlled 
by the computer, is out to 
destroy the command post, 

A very simple hex map fills 
two screens. It’s glaring white, 
which I found fatiguing to look 
at for a period of time, and its 
blankness is interrupted only by 
a few unclear squint lines which 
are intended to represent rub- 
ble, and a sprinkling of red cir- 
cles which denote Craters. The 
rubble lines, which are not par- 
ticularly distinct, run between 


PRESENTATION 70% 

The packaging is substantial, 
but this ie offset by the awk- 
wardness of the mouse-style 
control system. 

GRAPHICS 51% 

Highly unimaginative 

RULES 87% 

The ratebook itself is methodi- 
cal, and the 'notes and tactics’ 
book makes useful and fas- 
cinating reading. 

AUTHENTICITY 60% 

The ’rules and tactics' book 
attempts to generate an 
atmosphere, and the rationale 
behind the futuristic war 
machines is explained - but 
thie 39 very much a game. 

PLAYABILITY 85% 

Easy to pick up, and absorbing. 

OVERALL 86% 

Well WOlth investigating. 


OGRE 

Micropros e/Origin T £19.95 disk only 
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PSS, £12.95 cass, £17.95 disk 


nnals of Rome's 
scenario repres- 
ents the ulti- 
mate in long- 
range wargam- 
ing. Strategi- 
cally planning 
tli© invasion of a 
country over a 
period of months tele scopes into 
invisible detail in the epic back- 
drop, and in this game you're 
responsible for the construction 
and maintenance of the whole 
Roman empire. There's some- 
thing breathtaking about the 
grandeur of this design, which 
caught my imagination when J 
re vie wad this on the Spectrum 
at the beginning of the year, and 
I'm disappointed to find that it 
has mysteriously lost most of its 
inexplicable playability in its 
translation to th© Commodore. 

Several elements combine 
untidily to produce a simulation 
O’f the historical conditions 
which moulded the fate of 
nations in general, and Rome in 
particular. There are economic 
forces, represented in an ineffec- 
tual way by a selectable tax rate 
and a treasury full (or otherwise j 
of gold. There are personalities, 
providing unexpected human 
interest in a saga which you 
might expect to bo remote from 
the affairs of individuals, and, o! 
course, there is military con- 
quest, 

The game opens in 273BC, by 
which time the Roman Republic 
had gained control of Italy its elf 
and was poised to conquer ih© 
rest of the ancient map. The 
main display shows a rather 
squashed version of what the 
known world looked like around 
this time which is thankfully 
supplemented by a map in the 
mlebook. Rome's rival powers 
are spread across it, their domin- 
ion of regions indicated by a 
race-specific pattern. When the 
game opens, the Gauls' heavy 
black dots are smeared over 
most of Europe and I learned 
from experience that it was 
expedient and fairly easy to 


crush their dominance as soon 
as possible. 

Before going into combat, the 
token economics phase gives 
the player the chance to set tbs 
tax rate between one and two 
for the next phase. A high tax 
rate induces unpopularity, and 
the popularity of © regime is an 
important determiner of stabil- 
ity. 1 was unconvinced that 
being poor had any detrimental 
effect on me anyway, and the 
rulebook is most unclear on the 
matter. 

Next, th© player is presented 
With a roll-cal] of Roman VTF's- 
There are 21 characters at any 
one time, and they all have indi- 
vidual, convincing- sounding 
Roman names like Tiberius Cato 
and Aurelius Maximus (of 
course „ to be pedantic about it. 
Romans had three names, not 
two). They all start out as sena- 
tors, but can be turned into com- 
manders. legates and gover- 
nors. Each has a personality of 
his own which is defined by abil- 
ity and loyalty ratings, They age 
naturally, and as they die from 
phase to phase they are 
replaced automatically. The first 
personnel decision th© player 
makes is whom to appoint gov- 
ernor of Rome, Choosmg a sena- 
tor with a low loyalty rating will 
almost inevitably mean 
treachery, but this needn't 
always be a bad thing. 

if th© popularity of the regime 
is low, and it can drop far below 
zero, a more damaging kind of 
treachery is possible - a gover- 
nor in charge of a large force of 
legions can decide to rebel and 
rampage across the empire to 
take power in Rome, There's 
nothing to stop several gover- 
nors deciding to do this simul- 
taneously, and in fact a phase - 
the civil war phase - is sot aside 
for it. Part of the army usually 
remains loyal to the state, ami 
this means that you waste 
resources fighting yourself. Civil 
war can be devastating, and to 
be avoided if possible it's 
dangerous to put any governor, 


however high his loyalty, in 
charge of too many men. 

At the start of the game. Italia 
sits by itself on th© map, sur- 
rounded by enemy empires and 
possessed of a highly efficient 
fighting force. Legionary forces 
are so much better-organised 
than the rabble of the rest of the 
Woiid that they have little diffi- 
culty in defeating them, even 
when outnumbered two to one. 
In the combat phase, each reg- 
ion of the world - and there are 
twenty-eight of them - takes its 
turn in random order. The player 
has to watch the rest of the 
world fighting its own battles in 
the initial turns, and the Spec- 
trum version of this stag© was 
infuriatingly slow, It has been 
speeded up considerably in th© 
Commodore version, but clum- 
sily, A disconcerting absence of 
sound effects of any kind makes 
it difficult to follow what's going 
on, It's ridiculous, of course, to 
expect the conquest of countries 
to b© accompanied by any sort of 
appropriate noise. and I 
remember 1 made a sarcastic 
comment about the one 
supplied with the Spectrum ver- 
sion, but silence is worse. 

When Italia gets its Chance, 
th© choice is fairly simple; do 
nothing Or send the legionaries 
marching into an adjacent reg- 
ion and claim it. Each country 
has only on© move per turn, but 
if you captur© a country before 
it's had its move then its turn 
falls under your control. This 
means that the order in which 
the countries move become of 
paramount importance, and luck 
determine© whether you can 
capture fiv© territories in on© 
phase or only one, 

The presence of an enemy in a 
country is indicated by a 
number, counting in, units of ten 
thousand Confusingly, the 
Roman armies are counted and 
shown in units of fiv© thousand. 
To lake control of a territory the 
Roman army lias to eliminate all 
opposition, which, as long as 
you're careful in using a large 
enough fore©, it usually has little 
difficulty in doing. The resolu- 
tion of combat ha© be en speeded 
up again, and is now too quick to 
be interesting, and once more 
it's conducted in eerie silence. 
Once conquered, Roman pos- 
sessions are under external and 
internal threat, Adjacent enemy 
powers attempt to taka them 
from the piayet, and if the pro- 
vince is the homeland of a par- 
ticular Tace, the native popula- 
tion raise a sizeable army of 
ploughshare-wielding peasants 
and attempt to rebel turn after 
turn. Holding onto a homeland is 
tricky, but it's worth it because 
gradually you can starve an 
enemy race out of existence. 
Without access to their tie asury, 
they can't raise r©a] troops and, 
sat on for a sufficient number of 
decades, they dwindle and die. 
The most powerful threat to the 
empire comes from outside the 
map. from the masses of barba- 
rians who appear in historically- 
scheduled waves in astronomi- 


cal numbers and who always 
win in the end. They are 
unstoppable largely because 
they're uncontrollable. 

With soma tactical practice it 
is not difficult to bring the whole 
map under Roman control 
within a respectable number of 
turns. The difficulty Ires in keep- 
ing it that way, with the threat 
of civil war and native rebellion 
always summering underneath 
the organised exterior, and the 
threat of barbarian invasion on 
the horizon Theoretically it's 
possible to sustain the Roman 
empire long past its historical 
downfall, though the forces 
operating against you are over- 
whelmingly powerful. Although 
the Roman legionaries start out 
in 273BC as tha best soldiers in 
the world, by the time the Van- 
dals and th© Huns arrive in the 
fifth century their methods are 
old-fashioned, and the barbarian 
hordes have attained a degree 
of sophistication which matches 
them equally. There's no such 
thing as winning in this game. 

Th© grand sweep of th© 
scenario is inspiring, but there 
are several odd things wrong 
with the Commodore version. 
The lack of sound is a more seri- 
ous deficiency than I could have 
imagined, the population break 
down of each region is missing, 
and so. mdre seriously, is ths 
phase which explained how 
many troops were being 
recruited from various regions. 
To my surprise, the result is a 
piece of software that is even 
more shoddily presented than 
its Spectrum counterpart, and so 
uncongenial that it was unable 
to recreate the same fascination, 
ge ensnare me with its addictive 
gamsplay, Compared to the high 
standard of much software 
available for the Commodore, 
Annals of Rome makes © poor 
showing. 


PRESENTATION 49% 

Stylistically incongruous, and 
having a confusing turn struc- 
ture. 

GRAPHICS 60% 

Some of the lettering is too 
small to be legible, and the 
main map is cluttered and 
untidy. 

RULES 65% 

There are some useful tables 
and, charts, but th© rules are ill- 
arranged and difficult to con- 
sult. 

AUTHENTICITY 80% 

The author's knowledge of 
Roman history is well 
imparted. 

PLAYABILITY 64% 

The poor presentation defeats 
what can be an addictive 
game., 

OVERALL 68% 

An interesting idea and a good 
game, rather disappointing in 
its Commodore incarnation. 
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enjoyment is detracted if ugly 
graphics are used throughout the long 
duration of war game play. 

Do you think any of the elder war 
games will be released on a budget 
range? 

Steven Dawes, Have, £ Sussex 

In val ue for money terms, it has 
to be admitted that board games 
have the advantage over com- 
puter games. The quality of 
physical components ji] a board 
game is inevitably higher, and 
personally I love fiddling about 
with the seven hundred and 
thirty* eight cardboard counters 
which always look so neat end 
simple before they Ve been pres - 
sed out of their sheets Strong, 
colourful and detailed maps also 
appear, and more importantly, 
SO do complex and comprehen- 
sive rules of the type that might 
fill a textbook and make a single 
turn last an afternoon, but which 
would be impossible to imple- 
ment within the limitations of a 
computer's memory , The disad- 
vantages of board gaining are 
sufficiently obvious, you have to 
have a major commitment of 
time and you h a ve to /ja ve some- 
one to play with. Computer 
games can be played solitaire 
and at one's own leisure. There 
are some computer games - 
admittedly, only for the 
privileged class of disk owners - 
which come close to a com- 
promise between the conveni- 
ence of the computer and the 
complexity and presentation of 
the board. I’ve been very impre- 
ssed by the SSG products I've 


seen . 


Dear Philippe, 

First I’d like to say how thrilled I am, 
to see a strategy section back in these 
pages. 

Recently I borrowed a friend's 
Spectrum and bought a copy of Fire- 
bird's Rebefstar - ft’s fantastic! I can 
beat it only losing two men on fts har- 
dest level. I’ve got this great strategy, 
which I must ted you about, some- 
time . „ , 

Anyway what really does sicken 
me, is to see so many good strategy 
games, such as Waterloo, Gettysburg 
and ftebefstar on the Spectrum, but 
not on the good old Commodore. Why? 
Is ft that they can not transfer these 
games to a superior machine? I’d love 
to buy these gomes, but do I have to by 
a Spectrum to pfay them? 

Tony {ttengtilB) Hailey, Liver- 
pool 30 

/ 1 migh t comfort you to know — if 
doesn't comfort me - that 
there's been a distinct dearth of 
any sort of strategy game, good 
or otherwise, on the Spectrum 
recently, My Frontline column in 
CRASH has been going through 
lean times But there have been 
lots of excellent releases for the 
disk drive owner recently \ and 
as far as 1 can make out there's 
more to come. I was told at the 
PQW show by SSI that they're 
planning to release the single* 
load E-24 Flight Simulator on 
cassette . The big problem for 
cassette owners is that there 
aren 't any in Amenca , a nd that ‘s 
where most of the good strategy 
software is coming from at the 
moment.* 


items hidden in its walls. Halfway 
up the tower, on a balcony, is a 
purple dove which acts as a 
teleportation device. There's a 
much-needed hit point 
replenishing pool nearby, and in 
the crypt there's a key to a 
forcefield near the top of the tower. 
Somewhat iliogicaliy, you can only 
enter the crypt to get l he key after 
you've found the forcefield, 

Take plenty of magic items into 
the fortress. Healing potions are 
particularly handy, but the most 
useful item in the game is the Elfin 
Gem. This marvel of magical 
technology replenishes wizards' 
spell points, and its impossible to 
get to the top of the tower without 
exhausting all their natural power. 
When your party at last meets 
Siriadne face-to-face she turns 
out to have 1 1 B hit points and two 
sidekicks. Damian forebears to 
give away too much about the final 
conflict, but he does reveal that the 
ending itself consists of several: 
screens of the kind of purple 
beloved of adventure game 
writers. 


This is much more like it ! I’m pleased to a nnour.ee that at last 
people azo writing to me. Keep It upr ten Robinson of London 
suggested something that I've suspected, that my mailbag is small 
because only a relatively few Commodore users have disk drives, 
and a lot of the games reviewed in Manoeuvres are disk only. If that's 
the case, then, cassette owners - write and complain about itf 


Dear Philippa, 

I had to chatter away on my typewriter 
(actually it's my mum's) to write anti 
complain about the letter sent by Jim 
Harrison, printed in Issue 29, Being an 
avid war gamer both computer and 
board, I have tu say that I definitely 
prefer a good beard wargame to a 
computer simulated one. However, 
don'1 get me wrong, there are many 
excellent computer wargames availa- 
ble on the market today, but the vari- 
ety anti scope is very limited, espe- 
cially for someone like me who only 
has a tape deck. As wall as the lack of 
variety, the computer wargames also 
have several other distinct disadvan- 
tages. 

For a start the playing pieces lock 
highly unrealistic anti some parts of 


the playing area often bear no 
resemblance whatsoever to the actual 
terrain, whereas I think you will find 
that most board games have 
extremely realistic and historically 
accurate maps. With computer war 
games there Is no variety in opponents 
and strategy. I also believe that staring 
at a monitor screen for hours on end is 
most unsociable. 

Until the standard of computer war 
games rises, the- board war games will 
remain at the lop as a much more soc- 
iable, realistic, exciting and tense way 
of war gaming. 

I would also like to add that just 
recently you have been claiming that 
graphics are not so important in strat- 
egy games. ! disagree with this view 
because even If the game is brilliant, 


Re veh\ The first word of the spell 
is to be found in the dungeon 
hidden in the mountains on a 
straight line southwest of Trey nor. 
The second word is muttered in 
your ear by a wizard in the pub on 
the ‘distant island' you get to 
through the Castle of the 
Gatekeeper. The complete spell 
appears in the wizards' spell list, 
and should be used while camped 
in front of the fortress door. 

Once your party is inside. It 
shouldn't expect to stay alive very 
long, The place is stiff with 13th 
level wizards and creatures 
possessed of more hit points than 
they know what to do with, Tliere 
are a number of preset 
encounters, and the best way to 
deal with the challenge is to make 
several sorties to eliminate these 
gradually; escaping via a teleport 
spell when hit points and spell 
points get dangerously low. 

Despite its dangers. Slriadne's 
castle has some desirable magic 




**v- 




TACTICS 




>A 


This month I was delighted to 
receive an answer to my pleas 
for heip to get into Siria dne's 
fortress in Shard Of Spnng. 
Damian Me Court of Dublin has 
revealed details of the final stages 
of the game, and other Shard Of 


Spring fans who haven't got this 
ter and don't want their enjoyment 
spoiled are advised to close their 
eyes for the next few paragraphs. 
To open the fortress door, one 
of your wizards with spirit runes 
has to possess the spell ‘Daza 
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ALL TRADE 
PRICES 


I rnittb \ 

fOUR MICRO / \ 
IESERVES THE BEST 


When your home or business micro costs several hundreds of 
ounds, it deserves the finest repair facilities in Europe (well, 
robablyl). And the finest prices - £5 off trade rates for a limited 
eriod only. * How? At Verran we use our own range of advanced 
utomatic test equipment (now sold worldwide), backed by 
Tingent 2-8 hours soak-rack testing. That means speed, ultra-low 
rices and, most important, guaranteed reliability. For the first 
iree months well repair any fault free. For the next three, at half 
lese quoted prices. ★ It's the finest service available. 

Currently we handle over 3500 products on average every day. 
roviding services for such leading companies as Amstrad pic, 
ommodore Business Machines, Sinclair Research. Rank Xerox, 
ixons, Currys, Boots, W H Smiths, John Menzies and many more 
Join them and take up our special offer now. 

ftecommentfed and Approved by 

AMSTRAD ATARI COMMODORE 

ACORN SINCLAIR 


EUROPE’S LEADING 

OMPUTER REPAIR CENTRE 



AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!! 


Keyboard Membrane 

Spectrum 
Sued rum Pius 
Ql 

Melai templates 


"f Wrtti over £500.000 worth pf spares in stock, we 
meet many of your specialis ed requirement*, 
flte've lined a few examples, and for anything not 
displaye-d just call us and well quote immediately 
inclusive of first class posL 


Power Supplies 

C64 

C16 


All the above prices include VAT but plane enclose 
a further £ I SO post and picking on all component 
Orders. 

HOW TO CONTACT US 

★ For quotes on computers not listed or cm 
any component telephone 0275 55265 
(Quoting ZAP/ 018). 

★ To send us your micro for repair, mail it securely 
packed, accompanied by cheque, postal order 
(made out to Verran Micro Maintenance limited) or 
quote your Access or Sarclaycard number. And to 
obtain your special discount quote MP 01B. 


COMMODORE SPARES 

65 10 Processor 
CIA 

6583 Sid Chip 
901225 Graphic ROM 
901726 Basic flQM 
901227 Kernel ROM 
9061 LA House Keeper 

sm m 

4364 RAMS - Memory 


SPECTRUM SPARES 

280 CPU 
ULA6C003 
Power Supply 
ROM 

■1316 RAMS 

m m 
mm 


Verran Micro-Maintenance Limited, Unit 2H &2J, Albany Park. Frimley 
Road, Camberley, Surrey GU152PL. Telephone 0276 66266. 


I Merry Christmas from all of us at 



ML * 




Ah well! Christmas is here again, and (he shop windows are full of tinsel and the like. Yet 
Christmas is a problem time for many of us - it slows down the postal system, and if it snows, 
the post gets even more delayed. You might get cascades of Christmas cards, but the order 
forms don't necessarily come through on time* I'm sure there must be a more reliable 
method of Playing By Mail than Playing By Mail — Playing by Electronic Mail perhaps? 
Sounds the same - but is much quicker to play* It would be much more expensive, no doubt, 
I wonder whether all of us could stretch our budgets to afford modems? I suspect not* 
Maybe in the future? Until that day, my Christmas toast will be to the postmen ana post wo- 
men, with their bicycles and vans, who bravely battle all conditions to br ingour post to us 
on time! 












PLANTAGENET 


PRODUCER: Destrier 
Games, PO Box 74, 
Rotherham, South Yorks, 
Sf)0 IRS 

START-UP FEE: £5 fine first 
three turns) 

COST PER TURN: £1 50 per 

turn (open ended) 

Piantagpnetis a simulation of the life 
of the nobility in fourteenth century 
Britain. !t has been around for over 
a year now, although I must confess 


that this is the first I've hoard of it. 
The game's objective is simple, but 
actual gameplay could well prove 
to be quite involved. 

Came history is para I tel with that 
of our own until the end of 1 344. 
With eifect from January 1st, 1345, 
history is there to be made by the 
players. Those participating take on 
the rote of any British nobleman 
they fancy (either Welsh, Scottish or 
English! and go on from there. Each 
player has a castle and an estate to 
run, and has to make sure income 
and expenses balance. A player's 
character may do almost as he like, 
and can enter the church, govern- 
ment, or the king's army. Players are 
aJso entitled to raise their own 


It's a great day out - I would 
definitely recommend it. 

PBM MAGS 

Several people have asked me (lie 
same question recently; Are there 
any specialist Play By Mail 
magazines? The answer is yes. In 
fact there are three worth noting, 
each of which f shall deal with in 
turn. 

The biggest, best and most 
expensive is Flagship, lt r s an inter- 
national production and covers 
Play By Mailing as a world wide 
topic. Some accuse it of favouring 
the American market loo often — 
that's as maybe, but there's cer- 
tainly a large US following of these 
games! Flagship is a well written 
production, flawed mainly by its 
u n ref iable print d Ales . I n every issue 
there are good features and reviews, 
games lips and news. It also has a 
gu ide to all of the Play B y Ma il com- 
panics known to the editors, a guide 
to every game on the market, and a 
correspondence column. From 


England, the cost is £ 1 .75 per issue 
talthough subscriptions are availa- 
ble!. Write to FLAGSHIP, PO BOX 
12, ALDRIDGE, WALSALL, WEST 
MIDLANDS, W59 QTJ. 

Another well established 
magazine is called simply PBM, It's 
a basic but reliable production for 
the British market and is run by a 
husband and wife organisation 
called EM JAY, To be honest, PBM is 
very modest compared with Flag- 
ship, but each issue (which comes 
o u t every two or three m onths) c on- 
tains adverts, letters, a thoughtful 
editorial, a news section, reviews, 
constructive articles on game 
design . and Ion g run nine reports on 
games which are actually being 
played. Well worth supporting for 
the price. Send £1 .fcS to E MjA Y, I 7 
LANG BANK AVENUE, RISE PARK, 
NOTTINGHAM, NG5 SBU, but 
don't expect anything glossy. 


The f i na I magaz i n e wo rth a men - 
tion is called First. Pont. It's a rda- 
lively new production (three issues 
old) but all the same, it's a very good 
read First Post is crudely produced 
some might say, but visual appear- 
ance is not all that counts, It con- 
tains reviews ior up dates on games ), 
feature articles, puzzles and some 
details of fow budget games,. First 
Post costs a pound from KG PACK, 
WALNUT TREE LODGE, 9 KINGS 
MEADOW LANE, HICHAM FER* 
KARS, NORTHAMPTONSHIRE 
NN9 BJE and offers good value. 

The good thing about these 
hobby magazines that they're often 
glad to print some of your own 
work. They don't pay well (if at all), 
but it's nice to see your own articles 
in print, and it helps the editor pro- 
duce a nicely balanced magazine. 


PBM CONVENTION 
III 


A great event is being held on Feb- 
ruary 20th 1 9BB — one that surpas- 
ses I he PCW Show and even our 
loca I ca r bool sale i n one fel I swoop , 
The event is. none other chan the 
great British Play By Mail Conven- 
lion , , . and what a day it's going 
to be. Features will include new 
game launches, a bar, cafe and, the 
representatives of about forty PBM 
companies to chat with, a live RPG 
battle display (and they do not play 
by Marquis of Queen sferry rules) 
and numerous competitions. Doors 
open at 1 0 : 30 in the morning and 
entrance to this wild extravaganza 
costs a mere £2, The venue is the 
PORCH ESTER CENTRE, QUEENS- 
WAY , LON DO N 1 1 he sa me p lace as 
last yea r tor anyone who was there), 
and the nearest tube station is 
ROYAL OAK. 

The convention is a very good 
place to start up in a game. You 
have all day to stroll about looking 
at what's available on the market, 
and if you like something, you can 
usually Sta rt up on ! he day a t a price 
below Thai of the usual ma rket rate . 


► 
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arm Fes, and neighbours who cause 
annoyance can be dealt wilh drasti- 
cally. If feuds with neighbours don't 
prove exrirtng enough, i hero's the 
possibility of attacking Brittany, As 
in many towns in modern Britain, 
you gel a free newspaper tin Shis 
case called TheHvrakti, which Iris 
you know about aJJ rite tilings you 
can do in the area. 

I haven't played the game, bul ft 
does seem quite enjoyable. It is run 
fh real time (every real day is et[uf va- 
lent to a game day and you may put 
in as many or as few games as you 
wish). N you're interested in Plart- 
tagenet, Destrier will be happy to 
provide more information but 
don't forget to send them an SAE 


heiic Qpters, an d even sa tel I ites i r you ca n deve lop your tec h nology 1 h at 
far! 

for more information vou should write to your friends MJTRt 
GAMES (189 UAL HAM HIGH ROAD, LONDON, 5W12). inoden- 
1 al ly .. t here are severs 1 good Sri F i and even historic a I wa r ga me\ wort h 
looking at . , . 

. BK 


>ear Bren don 

believe that PfiM, games are too expensive. School kids like myself 
an 't afford to play I I'm sure that they w'ouid be good fun to play, bul 
just dort'1 have the money „ . , 

Anyway, good luck with Postmark, although I'm sure you don't 
need it. 

Michael Murray, Hebblirrt, Tyne and Wea^ 

Now then, Mike, you ha vea good point there. The problem with qual- 
ity PL v by Mail games in that offices ha ve to rented a nd the staff' paid. 
Stiff there are many that can cost you less than £J. 50 per fortnight to 
play if that's arty help. One for you to try Is Super Vorcon Wars, which 
I talked about a couple of issues ago. 

thank you for the let Ler and the good will a merry Christmas to you 
too. 


POSTMARKED 


Wdl, well well - my postbag runneth over! Would you believe a 
HJO% improvement on last month's mail? Keep 'em coming! 


Dear Brondon 

About two years ago I began playing Star Masforby Mitre Games and 
found if to be excellent. It incorporated ail the needs of diplomacy, 
military and economic strategy, politics and pure bluff to create a great 
wargame. Sadly I had to give up this hobby because ofwork I would 
no w I i ke to join a ! P B M ga me again .I've h<?a rd o f a gam. ■ called Chba I 
hupremat y-pe rh a ps yo u r n u Id (cl I me so moth i ng a bn ut it Wh at is it 
about, how much does h cost and who is the CM f What I'm looking 
lor is a realistic and more or less contemporary wargame with tanks 
and ships rather than clubs and magic spells, 

I hope you can help, 

lames B Swan, Haxlesden, ton dun 


Yes lames., Global Supremacy could well suit you. Set on a parallel 
Earth, each player commands a country {wore or less) of their own 
choice. Those players simply run their countries and fight their battles 
as it m real life: economic problems occur, technological develop - 
rneofs lead toadvmt es in weapons technology, and (host of ail, to my 
nvmf) th egamc is played us <ng „j proper alia s of the world. All terra in. 
landmarks and other feature*, exist in she game as in the real world, and 
Global Supremacy is run in virtual realtime, \ he only problem is (he 
cosh ItcouJd become rather hefty as the game develops. From reading 
the immense rule book, you soon get to see that I his game could cost 
over i 20.00 per monih to play weli , If you manage to build an empire, 
it could turn out to be very time consuming. 

However, cost and lime factors apart, Global Supremacy seems 
well suited to someone with your own tastes. The game features about 
29 varieties of seafaring vessels and a great number of different tanks, 
APE and artillery units, i here are also missiles, infantry, aircraft. 


URENDON KAVANAGH 


So that's it for this issue. If you have any views to air, questions to ask, 
points to make, or arguments to argue, or anvthing concerning Play 
By Mail, write lo me at- POSTMARKED, ZZAPI TOWERS, PO BOX 
10, LUDLOW, SHROPSHIRE SYB IDS. 

See you next month - have a happy Christmas, and a prosperous 
New Vear. 
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Contact /our nearest computer store 
for details on full range or clip 
the coupon. 

Prices from ES. 95 -£29 95 
Euromax Electronics Ltd. f 

FREEPOST Bessingby / , 

Industrial Estate / JS 

Bfkjli ngton YQ16 45T +* $ 

Iff 0262 602541 / 

f <]y j 

a Access Aceepl&d S <? 




Introducing ActionSoft! 


Colonel lack Declares War to Improve Strategy/ Ac lion Software 

Colonel Jack Kosenow, President of ActionSoft, is out to turn the 
simulation software industry upside down: 


Most current simulations are little more than games," says the 
Colonel. "They're a far cry from what can be done with modern state- 
of-the-art graphics technology. They have limited strategic depth and 
a limited sense ol realism. Thai s why AcliunSoft was created* We re 
going to redefine the state of the art in simulation software. 

'"My own area of expertise is military helicopters - their flight 
characteristics, and their deployment on the battlefield. We've assem- 
bled a collection of experts in other fields (combat strategists, lighter 
pilots, submarine commanders) to help us develop the most realistic 
slralegy/aclion simulations ever seen. 

ActionSoft puts you at the center ol the action. We lake you from the 
depths of the Pacific ocean to the infinite frontiers of space. And with 
(he incredible 3D graph i can i mat ton technology provided bv 
Sub LOGIC, our products draw you into the simulation like never 
before* Up to now tins type of relism has been available only on the 
most expensive military simulators. We re making it available lo 
everyone. 


Our tirsl Two products arc Up Periscope! and Thundeii hopper. Up 
Periscope! is a WWII licet class submarine simulator. 
Th underChopper simulates the flight characteristics of 

high-performance scout rescue attack helicopter. 


'ActionSoft simulations are general ions ahead in strategy, action, and 
technology. Why pay fora second-rate simulation when you can have 
i he best ActionSoft simulation software sets the new performance 
standard against which all other simulations must now be judged* But 
don't just take mv word for it. Try ActionSoft - you 11 be convinced. 


Soft 

KK'flATtDflIE Am w IN Army* 

35 Piccadilly 
First Floor 
London W1V 9PB 
Tlx: 259102502695 
ACTIONSOFT UQ 



Colonel Jack Rosenowy U.S. Air 
Force (Ret.) 



Captain John Patten's years of 
U.S. Navy experience provide the 
realism and submarine combat 
strategy of Up Periscope! 



i 


Colonel Jack's 9000-pliiS hours of 
flight time are put to good use in 
T h und erCh op per! 



WE’VE BLOWN THE COMPETITION j 
RIGHT OUT OF THE WATER! 

Up Periscope!, the new state of the art submarine simulation that's conquered the U S market! Blowing the competition 
out of the water with superior combat strategy and tactics courtesy of Captain John Patten (Ret,), United States Navy. 

With true animated 3D graphics from SubLOGlC Up Periscope!, generations ahead of the pack! 





D'annaj* ftrpjr I 


See Your Deafer... 

Up Periscope! is available on disk 
for the Commodore 64 128 
computers (suggested retail price 
£19.95) and for IBM PC-compatible 
computers (£24.95). For direct 
orders please include 55p tor ship- 
ping Visa, Access, and Personal 
cheques accepted. 


Action 


35 Picadilly 
First Floor 
London W1 V 9PB 
Tlx 259102502695 
ACTIONSOFT UQ 


I'M 7 AdionSoft Corporation 
30 graphs ancf special ^rfecis- 1907 
SubLOGlC Corporation 
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less Another game which offered 
originality as we 1 1 as pEa ya bility was 
Micro poofs Nuclear Embargo, 

Arcade conversions included 
Elite's 1942, Crystal Castles (US 
Cold ) , Donkey Kong {Ocean), and 
Coh an from Imagine. Donkey 
Kong was the pick of the bunch . 
offering the player a chunce to 
wallow deep in arcade nostalgia, 
but the rest were very mediocre 
efforts which failed to capture the 
spirits of the Original machines. 

So, Christmas was a great 
disappointment, and we began to 
wonder whether the industry was 
falling apart at the scams. Our 
pessimistic views were soon 10 be 
proved unfounded . 


THE YEAR 
THAT WAS 


JANUARY 


T t was the ZZAP! Christmas 
Special that heralded the new year 
of 1987. On its front was ZZAP! 
Male Voice Choir, resplendent in 
their red cassocks, and on the back 
was a free copy of the now-defuoet 
LM. 

Between these were pages and 
pages of features, interviews, 
competitions, a calendar and even 
a free poster . . but surprisingly 
fe w rev i e ws U n fo rt u n ate 5 y . by the 
time our deadlines drew to a dose 
at the end of November, only 19 
game shad arrived in the office, The 
situation was made even worse 


when, apart from role playing 
game Bard's Tah\ none scored 
over 90% . It was strange to think 
that the Christmas Special, which 
was supposed to be filled with all 
the ‘big' Christmas releases, had 
only one Sister and the smallest 
number of reviews in the 
magazine '5 history . . „ 

Still, US Gold's Super Huey If 
and MAD’s Flash Gordon were 
both hammering on the doors of 
Sizzlerdom, each scoring 89%, and 
the much-awaited sequel to the 
weird and wonderful Pxi Warrior r 
Warrior // scored only a percent 
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A year in the soft ware industry is a lung, longtime, and the 
past twelve months have certainly been embroiled in a 
tumuli of confusion* ZZAP! dons its rose-tinted spectacles 
and takes a retrospective view of past events and events 
passed. 
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In the four weeks fo Mowing the 
festive season, 7.7 . APT was 
'Snowed Under By Software 1 , with 
a deluge of 44 post-Christmas 
releases! Licenses and clones were 
to the fore, with (cue: very deep 
breath) 1943, Xevious, Break thru. 
Cobra, Bombjach 11, Tarzan, 
Dragon's Lair 11, Gauntlet, 
Highlander, Howard the Duck. !t'& 
a Knockout, Judge Dredd, Legend 
uf Kage. Paperboy , Scouby Doo, 
Space Harrier and Terra Crests. 

US Gold ' s Gauntlet w as awarded 
a very controversial Sigler rating 
at 93%. It turned out that the 
conversion had several ‘features' 
for bugs as they’re otherwise 
known), including potions 
disappearing, players swapping 
characteristics and the infamous 
walking off The screen trick. 
Readers wrote in with their 
complaints, but generally, Gauntlet 
was regarded to be a very playable 
and t* n icrtai n i ng game . 

The rest of the arcade 
conversions were generally very 
poor, the most notable failures 
being US Gold s Xevious (21%) 
and Rreakihru ( 19%), and Space 
Harriet and Paperboy from LJIIv 
(earning themselves 44% and 45% 
respectively) 

The officially licensed games of 
Itlms and characters were also a 
poor lot, and suffered from asevere 
lack of imagination. Highlander 
(30%), Imagines game of the film 
was a very disappointing sword 
fighting game which could be 
beaten with one repeated move, 
and Ttirzan ended up becoming a 
very poor arcade adventure. 

Gary Penn described Ocean's 
Cobra as ‘unoriginal, shoddy, 
unprofessional and grossly 


overpriced’, and the 13% overall 
rating reflected a very, very poor 
film tterin. Howard the Din k 
(19%) was another disappointing 
transition from celluloid to 
computer and also came in for 
some heavy Hack, Julian summed it 
up as ‘ . . . a complete waste of 
time’ . The other waste of a licence 
was ibe official Judge Dredd game 
from Melbourne House. It turned 
out to be a feeble platform effort 
that suffered from lousy graphics 
and an inept game design . The 13% 
mark was very accurate . . . 

Original games were a healthier 
lot, with Light force , a Vertically 
scrolling shoot 'em up from FTL, 
proving, itself a worthy blast at 
•S7%, and Heartland . Odin’s 
excellent arcade adventure cashing 
in at 86%, 

Escape from Singe 'a Castle vast! y 
improved on its prequei, Dragon "s 
Lair EE, and its eighl challenging 
levels, colourful graphics and 
brilliant soundtrack all added 
towards its well deserved Siz/ler 
rating of 90%. 

In a different class, but offering 
just as much playability and 
addiction was Tenth Frame (85%),. 
a bowling simulation from Access, 
creators of Leaderboard, 

A much- touted release which 
didn’t live up to expectations was 
Star glider Irom Kainbird (68%), 

On the ST and Amiga this vector 
shoot ’em up is great, but 
unforiuna tel y the li miration s of the 
Commodore proved too much. 

The end product looked bland and 
didn’t play particularly well . . . 

Gremlin Graphics 1 Gauntlet 
clone, Avenger, just missed a 
Sizzler rating and earned itself a 
commendable 86%, Another 
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Gauntlet clone was Masterlmnic's 
Storm (38%), hut unfortunately 
poor graphics, sound and gameplay 
let it down. 

Destroyer steamed in from from 
American company Epyx, and did 
very wet I for itself with 85%. 
Although it's a little tricky to get to 
grips with, it quickly became a firm 
favourite with 'action simulation" 
fans. 

The old White Wizard was 
certainly in a good mood this 
month, and awarded I wo Sizzlcrs. 
The first went to [nfnctnn s 
Afcponmtif, an adventure-cum- 
in ystcry, and the second wat 
claimed by (he Silicon Dreams 
Trilogy - a compilation of three 
Level y adventures; Snowball 
Rett/m to Eden and Worm in 
Paradise, re-packaged and re- 
released by Rain bird 
Another hot Sizzle r was 
Firebird's first Activision budget 
re-release, the incredible Perk 
Patrol ( 94% ) . Ariol asuf ( a I SO had a 
claim to Sizzling fame with their 
robbe ry ga me , They Stole A 
Million (W%). Incidentally, the 
cassette version didn’t appear for 
some months after due to a hug 
which made the game impossible to 
complete . . + 

MARCH 

t he software boom didn't decrease 
as expected during March, and 
games continued to pour in. 

Gary Penn started the issue with 
a particularly long editorial, which 
attacked the industry’s lack of new 
ideas. Indeed, with the previous 
month's very poor offerings as 
evidence, there was very much a 
ease to argue. 

I n the wintry month of March 
there w-as only one ‘officially 
licensed game'- Labyrinth, The 
rest were all " original’, but 
unfortunately the quality wasn't at 
us best, and there was only one 
Sizzle r. 

Pick of the month was Mutants, 
a highly original psychedelic shoot 
em up from Imagine. With ten 
levels of weird and wonderful 
action* it proved a real winner. 
Julian branded it "ait essential 
p u rchase ’ a nd wa r ned , ' if you m jss 
it, you're missing something 
special'. 

Causing a stir at ZZAP1 towers 
was Piranha's N as f crate , a fast 
forced perspective arcade 
adventure based on the film of the 
same name. It was certainly An 
enjoyable little game . and the 88% 
overall mark was thoroughly 
deserved. 

Strange game of ihe month 
award went lo Chameleon (84%). 
a wei rd horizon tal ly scroll ing sh not 
’em up from Electric Dreams. 
Although the instructions were 
highly confusing (Electric Dreams 
actually left out half of them, 
programmer Martin Walker 
admitted at a later dale) ZZAPI’s 
reviewers battled on and 
thoroughly enjoyed themselves. 
Tracker sounded promising 
when it was first announced by 
Rainbird, but didn’t live up to 
expectations when it finally 
arrived. Although the packaging 
was very impressive, the game 
i t se I f w as ve ry d ul 1 1 ndeed , a nd on ly 
scraped 41%, ‘I'm not impressed’ 
with Rain bird’s policy of dressing 
games up in big, fancy boxes with 
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glossy booklets just to create a 
favourable impression' grumbled 
Garv Penn. 


I Imnliii Graphics's release of 
the month was future Knight, a 
multi-clireciionally scrolling arcade 
adventure which boasts a very large- 
landscape. but little variety in the 
gameplay. "Overall it's a very- nice 
game' said Julian, ‘But it lacks any 
real action’. 


The only film tie-in was 
Labyrinth, which had been 
programmed in America by the 
Lucasiilm team, the people 
responsible for classics ;js 
Balfhfaser and Tlte Eidolon, 
Unfortunately their first foray into 
the officially licensed market 
wasn't a memorable one. and the 
resulting multiload arcade 
adventure was awarded a strictly 
average 50% t 

Electric Dreams released a 
Gauntlet clone called Dandy, and 
went down like a lead balloon. 'It 




quite simply offers awful value for 
money' said Paul, reflecting the 
very poor overall rating of 28%, 

A very strange release came 
from Acti vision I heir three disk 
Portal, was more of an interactive 
science fiction hook, and required 
the player lo explore the database 
of A future computer. There were 
very mixed feelings ahou I the 
product, with Julian loving it, anti 
Gary having second thoughts. 

March also saw the first 
installment of chuckling coder 
Andrew Rraybrook’s new diary , in 
which Morpheas was merely a 
twinkle in his eve. Over the 
fol low ing months.! he ra k i sh rngu e 
was to chronicle the development 
of his new game, which wouldn't 
appear until . . . well, more of 
that later. 


And so ended March I9K7. 
There's never going el> be another 
one . . , 


Af f «r that night Peter found 
something 1 1 Re true had crept into 
his attitude toward. Seem te. At the 
same time, though, he found himself 

B onder trig some aspects of the 
ream leaf experience, as if 

hing, some memory or insi 
just below the th 

he cou 


someth i ng, 
were just , 
awareness, , Tf, ... 

*+# he would have ho. 
he wanted very badly. 


Id 


reshold of ft is 
only grasp 
of something 









APRIL 


1 h^re were two hotshot arrivals in 
April: G unship from American 
simulation specialists Mlcroprose, 
anJ Sieve Jarratt, the chummy 
XR2-driving Brummie who filled a 
vacant position as staff writer. 

Thcre was a fair amount of con- 
1 rovers- y over Gxinsiup. Gary Penn, 
who has never confessed to enjoy- 
ing High l simulations starlet! his 
comment. l Yet another program 
a infer the dubious heading of a 
flight simulation 4 and continued in 
a negative vein. The OTher two 
reviewers thoroughly enjoyed I he 
program, with Julian commenting 
hi length on the simulation's depth, 
concluding, + Gtwwhrp is immensely 
enjoyable , being exciting and 



rewarding to fly’. 

The disk version sizzled at 4 /4%, 
but the cassette version, which was 
marred by a painful multi load sys- 
tem that "took twenty live minutes 
to set up a flight, was reviewed 
separately and Only merited a mar k 
of 72%, ' 

E he latest AcIhhUm game to be 
given a new lease of life on Fire- 
bird's Silver Range, was Zone 
Ranger (80%), a classic blaster 
similar in ways to Williams' Sinis- 
ter, ‘Put it high on your ntust buy 
list' said an enthusiastic Rigu.il], 

Another budget blaster arrived 
in the form of Void Runner, a fast 
and frenetic conversion from Jeff 
M inter’s equally lively Oft game 


marketed by budget kings. Master- 
trunk. It’s fast, colourful and 
extremely playable, and deserved 
every percent of the 85 it was 
awarded. 

By April, verticafly scrolling 
games had, as Julian put it. ''be- 
come as common as muck, and in 
most cases not better’, but a sur- 
prise was in store for the cynical 
youths when Fire track arrived from 
i h c Sou tha m pt on 0 flkes o f Electric 
Dreams. ft's a vertically scrolling 
game that oozes playability and has 
some very individual graphics 
which aren't at all characteristic of 
a Commodore 64. I he attack 
waves, didn't behave predictably 
cither, and Mr Penn found it all 
1 very unnerving’ but still ‘a must 
for anyone who hods shoot ’em ups 
a turn on'. It just missed a Sizzler 
rating at 88%. and is still consid- 
ered to be one of the best vertical 
scrollers around. 

Scrolling the other way was 
Delta, the long awaited sequel to 
Stavros Id sou Li s' Sanxion, There 


much of an improvement on the 
original. Although there were 
trees, new courses and bunkers, 
the game play was very similar and 
consequently it only scored 72%, 

As a break from the normal 
routine, some ZZAP 4 staffers 
spent a day at the seaside and 
reported on what was new in the 
arcades, with the best of the bunch 
including the infamous Out Run. 
WEC Le Mam 24. 72^ and Bubble 
Bobble. 

While the spiky ones gallivanted 
around the arcades, the White 
Wizard cackled Masters of the Uni- 
verse: The Adventure and found it 
lacked descriptions and a good 
purser. I fe also bemoaned the fact 
that the ‘Trade Mark Mattel' or 
‘Trade Mark Film at ion’ that 
appeared after every character's 
name ruined what tittle atmos- 
phere the adventure generated. ‘I 
suppose it’s just possible that I've 
got it wrong and the game is really 
what everyone out there is waiting 
Sor . If this is the case, write and tell 


was conflicting opinions in the 
office with Julian saying “the 
graphics are superlative, the effects 
are stunning and the sound is 
nothing short of amazing'. Gary 
had reservations and confessed 
that he ' enjoyed the mixing-deck 
loader more than the game itself, 
After much discussion and argu- 
ment Delta was awarded 74% . . , 

A disappointing arcade conver- 
sion from US Gold was Express 
Raider (60%), providing some 
I mured enjoyment which swiftly 
disappeared once the mission had 
been completed. Worse still was 
hmiami's first attempt at a conver- 
sion of their own arcade game . Jail 
Break was an unmitigated disaster, 
and came complete with inept 
graphics, ropy collision detection 
and poor game pi ay The 30% over- 
all mark was very fitting! 

On the other hand, Imagine 
proved that decent arcade conver- 
sions could be produced painlessly, 
and released A rkanoid (80% ) to an 
appreciative audience. Faithful 
graphics, an excellent original 
soundtrack and plenty of options 
made this very enjoyable and 
addictive - especially when played 
with a mouse, which Gary 
described as, ‘simply gorgeous', 

Orem II it Gra ph ics also p rod uccd 
a breakout game called Krakout, 
and even though it boasted 100 dif- 
ferent screens.' it was considered a 
chore rather than a challenge, and 
just didn't feel' as good. Con- 
sequently it was awarded a meagre 
55 % . 

A new version of Leaderboard 
appeared in the guise of Leader - 
board: Executive Edition , but the 
reviewers didn’t feci it was that 


me. and I'll give up advent urin 
right now and retire to Disneyland 
(trade Mark Wall Disney).' Luck- 
ily no one did! 

, Another toy lie-in which wasn't 
too inspiring' was the American 
version of T r an S formers , brought 
over the pond 4 by Activision, It 
played like a brick and offered very 
little entertain me nt - hence the 
40% overall mark. Most surprising 
of all was that it had been designed 
by L>svid Crane, author of Little 
Computer People and Decathlon . 

A licensed product that DID do 
well was Aliens. Both Julian and 
Steve are staunch Aliens fanatics, 
and couldn't believe it when they 
discovered (hat Electric Dreams' 
official licence successfully cap- 
tured the atmosphere of the film - 
and was playable too! J A liens is (he 
best film tie-in to date, and a good 

ante to boot 'exclaimed an ecstatic 
ignalL The 8J% was certainly the 
highest overall percentage ever 
given to a film licence! 
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MAY 




Bummer of the month was 
Explorer, a hopeless 'concept' 
from Electric Dreams in which the 
player searched a planet for nine 
parts of a spaceship. The game 
boasted 40 billion mappablc loca- 
tions, hut unfortunately they all 
looked the same. ‘This is a com- 
puter simulation of searching for a 
needle in a haystack' moaned Paul 
Sumner, while Julian recom- 
mended if you really Want to do 
some exploring, whv not buy a rail 
or bus ticket?’ It scraped 13%, and 


swiftly disappeared into obscurity 
One ol Ihe main events of thi 
month was the April Fool, kind!; 
supplied by Andrew Bray brook 
He claimed that if his 65 T 
Accelerator Listing was enlerei 
before loading any tape game, i 
would speed [he program up by ; 
factor of two, Many readers ivpet 
in the Lengthy listing and loaded it 
hope . „ only to be greeted wit I 
an April foot message thirty sec 
onds later. Ho! Ho! At least wt 
thought if was funny. 


Hmm! What happened in not-so- 
sunny May? Welf. Steve Turner's 
Gauntlet variant. Ranaramtt, 
arrived at the offices and caused a 
great deal of argument. Tt's the 
best thing I’ve played this month’ 
said the highly excitable Rignall, 
Brilliant stuff. Unfortunately he 
was alone ini his opinion and Steve 
argued 'it's too derivative to be 
worthwhile’. After much discus- 
sion and argument, i\ murk of 87% 
was awarded by the Editor, cfiueh 
to the disgust of both parties. Poli- 
tics. politics!! 


The pick of the bunch came from 
K on ami After their disastrous first 
attempt with /ait Break, we 
awaited their conversion of 
N tmesis (80%) with some trepida- 
tion. Fortunately congratulations 
were in order, and Konami man- 
aged to i n el ude many o f i he ori gi n al 
machine’s features while retaining 
plenty of playability. 'A good 
arcade blast 1 said Julian Rjenail 
after admitting that the arcade ver- 
sion had destroyed a targe propor- 
tion of his wage packet the previous 
Summer. 



The second Gauntlet clone of the 
month came from newcomers Pan- 
dora. Into the Eagle's Nest had the 
reviewers playing long into the 
night as they battled through a 
World War II castle to rescue pris- 
oners. 'Highly entertaining and 
worth every penny’ d aimed Steve. 
Unanimous in their enthusiasm, 
the team slapped a Sizzlcr ratine of 
90% on it! 

Originality still lived however, 
with two really innovative games, 
the first of which was Activision's 
eponymous Sailing. Taking control 
of a racing yacht, the player races 
against an opponent over a set 
course. F* cel tent graphics and 
lovely Teel help add the extra 
touch of class to an extremely 
polished program. What a pleas- 
ant surprise' exclaimed Gary T 
wouldn’t have thought a sailing 
simulation could be so absorbing’, 
Nor could (he rest of the team. 

Shvekway Rider was the other 
game scoring high on originality. 
Faster Than Light’s wonderful 
horizontally scrolling knock ’em 
down caused Julian to wax lyrical. 
'Don't Walk - Boogie. Mug the 
muggers and soft -shoe shuffle the 
walkways of the future \f Steve 
wasn't so convinced of its lasting 
appeal and a compromise was 
reached with a rating of just 
missing that all-important 90% 
mark. 

There were three arcade conver- 
sions during the merry, merry 
month of May, ranging from very 
poor, through average to 
extremely good. QuacksUviis 
Elevator Action came into ihe 
'poor' bracket thanks to some 

E sthetic graphics and appalling 
up. The conversion completely 
failed to capture the al mosphere of 
the arcade machine and managed a 
generous 29% . Shao-Lins Road , 
the hrst arcade conversion from 
The Edge was awarded 47%. 
Although it was a reasonable con- 
version, the actual arcade machine 
itself was very poor. 


Mosaic’s computer version of 
The Growing Fains of Adrian Mole 
met w'ith a tepid reception at 52%. 
Unfortunately there was far loo 
much text a net not enough interac- 
tion. and consequently it didn't 
rake long to become dull, 

Grange Hilt was the unlikely 
sounding officially licensed com- 
puter game from Argus Press, and 
it didn’t impress. Spelling and 
grammatical mistakes in the text, 
feeble graphics and very poor 
gameptay all contributed to the 
19% overall mark. Julian tailed it 
'the shoddiest, most lacklustre, 
pointless, unrewarding and unpro- 
fessional pieces of full-priced soft- 
ware ever seen’. Oh Dear. 

Werner. Ariolyisufi s game of the 
German cartoon character 
received the lowest rating of the 
month, just J imping into double 
figures with 10%. There were four 
different games in the package, but 
were all absolutely abysmal, The 
badly written instructions didn't 
help matters, either. 'Any gnmep- 
lay is sadly missing’ said Steve J, 

The American officially licensed 
Aliens game came in from Activi- 
sion, and wasn’t a patch on IhcFirtg- 
lish version, only scoring 6b%. 
Unfortunately the Americans had 
placed more emphasis on presenta- 
tion, with the gamepby taking a 
back seat. Each of the six su bgam cs 
were very poor indeed, and the 
entire $;ame only gave a few hours 
entertainment. v Atiem remains a 
rehash of previously used Activi- 
sion concepts, strung together and 
neatly packaged to fit the bill ' came 
the scathing comment from Steve, 

M astertr<inf t sne aked i n an othe r 
value for money special with POD, 
a one or two player blaster very 
much in the Mirier/ O ’ n drunn e r 
mould. 1 i s packed wi t h act ion a nd 
compulsively playable 1 enthused 
Gary Penn. 

Fhe second Sizzle r appeared in 
the adventure section The 
wizened one was so impressed wit h 
Infocoms unusual Hollywood 





Hiftn.) he awarded it 9Q%, 

An attack of nostalgia swept 
through (he office as Z7.AP? 

0 fie red the bpyx classic, impossi- 
ble A fission us a Special offer, and 
fusibl Listed the game they alt knew 
a rid loved 1 One d ay , a 1 1 ga mes wil t 
he made this way', said Steve hope- 
fully Thus ended act five of the 
year they called !Wi7 . r , 

JUNE 

ZZAP1 Issue 26 came complete 
with u sampler cassette on the 
cover, which included demos of 

1 he Last Ninja and Revenge of the 
Mutant Camels ff. and an audio 
soundtrack from Rob Hubbard. 
Obviously we didn't explain ourse- 
lves properly, because many read- 
ers tried to load the audio L li’ side 
into their computers! You were 
supposed to put it in its a normal 
tape deck and LISTEN to ill! 

There were two Sizzle rs (his 
month - both began with 7., and 
both came from Firebird. The first 
was Zolyx , an incredibly simple, 
hut amazingly addictive variant on 
the Qix theme- Work ground to a 
halt as the team played und played. 

1 W hy is it' wonde red J u li an , ' t hat a 
p\ me I hat J ooks 3 i ke a corn pleic and 
utter pile of rubbish can be so hel- 
lishly addictive’. 

The other Sizzling Z at 91 % was 
Zffl/r, a puzzle game that had been 
a firm, favourite with the 7.7, A P! 
team ever si nee it tirst appeared on 
the Activision label in 1983! Its re- 
td ease was met with much rejoic- 
ing, and the three reviewers ejacu- 
lated a stream of superlatives. 

' Zenji is immensely playable, 
grossly addictive and temptingly 
cheap’ said an enthusiastic Gary 
Perm. "Thunk of it - in Billions of 
Years of history there has never 
been anything better’ said an even 
more enthusiastic Julian 

There were plenty of other 


Activision re-releases from Fire- 
bird, including HERO , an excel- 
lent scrolling exploring game which 
received a commendable 86%. 
That infamous joystick breaker. 
Decathlon also got a new lease of 
life, and at 76% was described by 
Steve Jarratt as ‘tremendously 
playable'. 

‘It must be the oldest scroller on 
the market’ said Julian Rignall of 
River Raid (70%). "but it still 
knock si he pants of if new stuff. Pit- 
fall If was the final re-release, and 
scored 60%, - ‘not a had buy for 
two quid’ admitted Jarratt. 

Another budget bargain arrived 
in the guise of 6’oit and Heroes 
(84%), an excellent platform game 
from The Timer House that Steve 
felt he could sum Up in ore word: 

’ i n Credi bl y frus t rat i nghu tp J ay abl e 1 . 

A trio of tie-ins arrived in the 
not-so-hot month of June, the first 
of which was Electric Dreams’ 
belated Big Trouble in Little China 
The film had bombed the Christ- 
mas before, and the game, a pathe- 
tic Kung-Fu Master done, was 
destined to follow sun. ‘Electric 
Dreams ought to have a wet blan- 
ket thrown over them’ commented 
Julian. 

US Gold's big licence of the 
month was based on the Masters of 
the Universe cartoon and toys, 
Howe ve r , t h e prog ra m m e r 1 s i imagi- 
nation must have been lacking 
when it came to designing the 
game, for the end result w : as hotch- 
potch of platform game and arcade 
adventure, and merited a poor 
44%, 'Holy Trademarks' 
exclaimed Kignall Once Master of 
the Universe, He Man is reduced 
to playing a sprite in a substandard 
platform game’. 

Nemesis The Warlock. Marled) a 
vi olent ga m e of t h e 2000 A D com i c 
strip wasn 't at all representative of 
the character., but provided limited 
enjoyment nevertheless. 'Watch- 





ing the corpses pile up is gratifica- 
tion beyond belief cried a gleeful 
Paul Sumner. 

Disappointment was in order 
with Star Renders ti (58%), the 
sequel to Atari’s classic Star Raid- 
ers. Electric Dreams converted, it to 
the Commodore, but didn't make a 
good job . ’ 1 1 's a sha me t h e graph i cs 
and sound don’t support the 
interesting, and involved gameplay 1 
mused Julian, 

Another disappointing sequel, 
or more a sequel to a sequel was 
tp rem Hit G raphics A u f Wiederse - 
hett Monty . The third moling 
attempt met with a very cool recep- 
tion when it was discovered that it 
looked and played virtually the 
same as its predecessors. ‘An 


archaic and exhausted formula 
with a modern price tag’ grumbled 
Gary Penn, Auf Wieilersehen 
Monty . , , and good riddance’. 
Needless to say there was some 
controversy over the 4h% overall 
mark - it seemed (hat you either 
loved it or hated it. 

The Australian company, Mel* 
bourne House surfaced after a long, 
long lime, and attempted to restore 
their reputation as a leading soft- 
ware house with Doc the Destroyer 
They failed, and Doc was awarded 
a miserable 32%. ‘There are two 
parts to Doc' explained Steve, “a 
weak beat ’em up section and an 
even weaker adventure section 1 . 
Julian was more succinct, ‘What a 
bore . . . ’ said he. 
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Th r« ugho ut July it d rizzled .and we 
wondered where the Summer had 
disappeared to. With 34 games in 
for review, we also wondered what 
hitd happened to the so-called sum- 
merslumpf 

Sensible Software s colourful 
stunner, "WizbaU arrived from Ihe 
auspices of Ocean and became a 
legend within a lunch lime, 'Simply 
brill ran l one of ihe Ih. l ki pre- 

^ riled, most graphically and 
aurally attractive and addictive 
pieces of software available' raved 
Gazza Penn. Oddty enough, many 
Wizball fans disagreed with our 
review, and thought the 96% over- 
all mark to he too law ?? 

Another July Sizzler was the 
thud in | he Lcaderboard series 
this lime called World Class 
Lwdtr board. Plenty of new fea- 
tures had been added, and there 
W'ere four new courses: three based 
on famous world courses.; Si 
Andrews, Dnral Country Club and 
Champions Cypress Creek, and 
another, The Gaunt Jet Club, spec- 
ially designed liy Access to lest a 
Uctderhoard expert's abilitien to 
the lull! 

Another number three was ,S/?v 
i-.s Spy III. A retie A n t ic.r T wh i c h was 
met wiih a mixed reception. Julian 


admitted that he ‘liked it a lot 1 , but 
Gary confessed to 'gel ting a little 
bored with the scries’ Con- 
sequently the 75% overall mark, 
was a compromise. 

The White Wizard was dead 
impressed with Bureaucracy, a 
strange adventure produced with 
ihe combined tail cuts of Hitch 
Hiker's Guide to (he Galaxy author 
Douglas Adams and adventure 
specialists Infncum. and awarded a 
Sizzlcr mark of 90%. Old Whitey 
also cast his wand over Melbourne 
1 louse's second pan to the Lord of 
the Rings adventure trilogy, but at 
55% wasn't impressed. ' ft doesn't 
seem destined to share the fame of 


its predecessors' quoth he. 

Ocean 


provided a winner with 
i heir 3D isometric forced perspec- 
tive World War U arcade adven- 
ture, The Great Escape At 89%. it 
just missed a Sizzler rating, 

Running in at a percent less was 
US Gold's whodunnit game. Killed 
Id nit l Dead, Tm confident that this 
will appeal to thriller enthusiasts as, 
well as those who take their mur- 
ders with a pinch of laughter’ said! 
newly promoted Assistant Editor 
Ciarjiri Brennan. 

If exists in us own righi and is 
essentially incomparable 1 said 
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Julian Regnal I about Nu Waves 
w ci id and Wonderful lovic game 

in it * i : 


IV It wasn't a commercial bit, but 
is treasured by those who bought it . 

Palace stirred up much con- 
troversy with Bp r Parian, Many 
objected to the adverts Thai had 
Man a W hit taker’s forefront at the 
forefront , and some even found the 
g:ime a little too much to hear. 
Well, die ZZAP? team thoroughly 
enjoyed it. Yeah? All the thrills 
and spills of nightmarish abattoir" 
enthused gore- fiend RignalL 
blood spurn, decapitated heads 
I lying around, guts, gore and hun- 
chback cripples dragging away 
corpses', Thank you very much, 

/-/■/-/-/» Bali the colourful and 
ntjj sy Nemesis -cion e-cum - raci n g 

game from F-F- 1- - Firebird boasted 
a brilliant soundtrack and sampled 
speech, and burst in to receive a 
rapturous 80%. 'It’s 199 pence of 
sheer fun" said Paul. 

A new company called Starlight 
made a none -loo- impressive stall 
w-itli (heir first three releases, 
Dmihsatpe, a 3D space game was 
I hv pick uf the bunch, hui only 
managed to scrape 55%, DoHisht 
2iS/ followed closely at 4 L and 
( trey fell, an excruciatingly slow 3D 
isometric forced perspective 

arcade ad venture trailed with a pal- 
try M)% Not the best of si arts, you 
must agree. Still, things were to gel 
better . . . 

On the ‘officially licensed arcade 
conversion from. July boasted an 
a limning Is mediocre quartet, 

I magi m.' n Mu no Bros came in at 
55%. and was considered by atl to 


AUGUST 


Say hello. Wave goodbye* was (he 
innocuous headline which was ft 
hail a lime of turmoil. After 21 
issues at ZZAP! Gary Perm 
decided to leave and embark on a 
‘ secret mission,', leaving ZZAP? in 
The hands of Ciaran Brennan. 

On the software side, edebra- 
Eions were in order - the first Gold 
Medal game uf 1987 finally arrived 
courtes], of Ocean 'Let me start by 
Nay i rig Head Ovet Heels is one o| 
the finest pieces of software that 
I've ever seen' said an authorita- 
rian Ci ara n. Some readers failed to 


understand why the graphics hat 

k ■ t fc 


be a Very disappointing conversion . 
Karat? Champ, the Grand -daddy 


f . | f " r J IU IrfHUIl Jl 

or all one-on-one beaE 'em ups was 
given the 64 treat mem by 
Americana , but didn't inspire 
Worse still was Tag-Team Wrestl- 
tng, US Gold s instantly forgettable 
wrestling game which was given a 
generous 25%, However, that 
w asn t (he lowest mark Acilvisioti 
W(Jrc gurhy in (he firsr degree of 
producing one of the worst conver- 
sions ever, After many months of 


_ • ■ 1 * ■ *■ • ouni | i i > i 1 1, 1 1 hji 

adverEising, End w to er -arrived 

m ihe office . . 


and was abso- 
Jutcly terrible. ‘How Activision 
have got (he bare Faced cheek to 
k a 1 1 1 h i s a bon li nut ion En dura Rarer 
is completely beyond mv com- 
prehension’ gasped Rignali "Why 
on Earth have Activision attemp- 
ted id convert, f Cl alone release this 
abomination’ wondered Steve. 
Stilt, even though it was awarded 
16%, it stilt managed to get to 
number one the the ‘software 
charts’, flic re's no justice in the 
world . , „ 


„ Jt LlUipillLV I1JI 

been give 98% when they wer 
'only two colours’. Well, oh com 
plainers, they re beautiful! 
detailed, brilliantly animated an- 
are presented in .-i thoroughly con 
vincing solid 3D, Satisfied? 

7 he Last Ninja arrived afte 
much bvpe from System 3. and Siz 
zlcd at 94%. h\ one uf those ran 
games that offers hours of consis 
tcnily puzzling and Cnjoyabli 
gameplay’ enthused Ciarin. ‘ 

Gn the other hand. Defender o 
the Crown arrived front Mlnwsof 
wiihuut any hvpc at all. Tht 
ZZAP! crew bad already seen flu 
Amiga version, and wondered 
whether the Commodore version 
was a mile ambitious Thev ncedn'i 
have worried - designers 'Cinema- 
ware had done a marvellous |ob 
and it notched a Sizzling 94%. h 
went on to become the biggcsl set- 
ling Commodore disk game of alt 
Eimc , , 

A novel flight simulator called 
Twin Tornado had an interesting 
option it gave two users the 
opportunity to link (heir C'ummo- 
dores and engage in a one-on-one 
dogfight. The single player mode- 
had a com put e r opponc m to battle, 
Another simulation arrived the 
lorrn of Revs Plus, but this one had 
iis- iyei pi link'd firmly on thi* ground 


and nut the player in control of 

DJ ‘j w 


Ralt 3 Nova motor racing car, It wa 
awarded a creditable 83%, bu 
there w- as much mixed feeling, wit l 
Julian thinking j I was 'outstanding 
and Steve aptf Ciaran being not si: 
keen. 

While the White Wizard battler 
The Lurking Horror in InfiKirni'- 
Sizzling advenEure. (rremlin 
t graphics Thing bounced Bark in 
mixed opinions over its 86% over- 
all mark, 

Gink (84%) was the odd sound- 


JULY 







o- 

o 

X 



m^E t'KL ‘official game o! the 
comic", bui its three obscure sub- 
garnet. were all extremely appeal- 
mg, Oink was one of the strangest 
comics in appear last year, iiiul the 
g;tme IrHiks like following the same 
path in the computer world' 
observed Paul. 

Arcade licences abounded in 
August, with Mag Max and Slap 
fight from Imagine. L'S Gold's M'tt- 
r across and Wonder Soy and Quar- 
tet from Art i vision 

Mag Max was the cause of much 
derision t and its extremely pour 
graphics and gairteplay helped ga in 
its 39% overall mark. Vertically 
scrolling Stop Fight made up for 
Imagines mistake, and received 


81)%. Both M err o cross and Wonder 
Soy wore regarded as reasonable 
conversions of poor arcade 
machines, and were awarded 53% 
and 52% respectively. Bringing up 
the rear, arid looking els if it came 
from one, W'as Quartet, □ badly 
programmed conversion severely 
lacking gameplay. The 15% overall 
m a rk sc e m ed al most too ge n e nous! 

Melbourne Ifouce made yet 
another hid for fame and fortune 
with Vi'Vr (33%), hut missed the 
mark by a mile. Who d pay nine 
pounds for Ibis"? 1 Julian wondered, 
"I wouldnY he added for good 
measure. Thai was ihe last game 
Melbourne released before being 
bought up by Majicrtmnic , , , 



SEPTEMBER 


The end ot the school holidays seiw 
a re-shuffle in the ZZAP! Learn. 
C.'iaran Brennan, the ebullient 
Dubliner began his term ol office 
by having his house burnt down! 
Anything for attention , , . 

Apart from these behind-the- 
scenes activities, it was business as 
usual with the bright ZZAP! cover 
featuring an aerial skateboarder, 
signifying the release of Epyx 
latest sports simulation, California 
Games, 

Initially high expectations were 
totally fulfilled by one of the most 
Innovative and " polished sports 
packages yet Ihe six games were 
all brilliant, and each mem her of 
the team took to his own favourite; 
Ciarati went for the Flying Disk {or 
Frisbce), Steve hung ten on the 
Surfing while Julian favoured the 
Hacky Sack, and rapidly ran up u 
sicken ingly high score. 

California Games duly received 
a Gold Medal and was praised to 
the hill: 'If you gather up all the 
previous superlatives from previ- 
ous Epyx reviews and add them 
togc t h er , yo u ] ust m igh t go h al fwa y 
to describing C ah for nut Games' 
claimed Steve. Cjaran Slated dial 
‘ . the pictures and sound gen- 

erated by this program are aimos- 
pheric beyond behef.' Julian sum- 
med up by saying, ' Recommending 
it is a formality", 

Epyx 1 release was no( the only 
high achiever, since there were 
four other Sizzlers awarded this 
month, the first of which was Hvw- 
stm s newest horizontally scrolling 
shoot 'em up. Zynaps. 

Seeming a Mule too difficult at 
first, the game’s true qualities 


shone through and were promptly 
recognised as such. A visiting Gary 
Liddon was recruited to give 
Zynaps the thumbs-up, say mg, 
'Head and shoulders above the 
competition, Zynaps is a sure-fire 
winner, bound to be a hit with 
arcade enthusiasts both young and 
old.' Julian and C.’iaran were 

equally keen, 

Gremlin Graphics spherical 
hero returned in a slightly mixed 
reception in Re* Bounder, but still 
managed to acquire a Sizzler Com- 
parisons to the original were inevit- 
able, but Steve’s com men l repres- 
ented the general feeling: 1 Re- 
Bo under has managed to retain the 
playability of its predecessor hut 
li’s far more flexible, and should 
hold the attention for longer than 
Sounder ever did'. 

Software Projects, who had pre- 
viously been ralher quiet smee 
Escape from Singe’s Castle , visited 
ZZAP? Towers to bring Star Paws. 
This unusual chase game was in 
much the Same vein as Hand Run- 
ner (less favourably reviewed that 
issue), and featured some lovely 
graphics and tremendous parallax 
scrolling. Gary Liddon provided a 
suitable eulogy: "The greatest 

recommendation I can afford lo 
this game is that it's one of ihe few 
games we played because we 
wanted to and not beetiuse we had 
to 1 . 

rhe final Sizzle r for September 
came in (he shape of Rain bird s 
superlative illustrated adventure, 
Guild of Thieves . The While 
Wizard, never at a loss for words, 
summed up his review by staling. 
Guild of Thieves is an excellent 
program, combining Magnetic 
Scrol Is 1 program n i trig ex periise 
w i t h a more ucce ssib I e scena rio a n d 
some excellent puzzles , , , even 
al £19,95 you can’t go Ieu wrong’.. 
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OCTOBER 


ZZAP! welcomed October with a 
stunning Oil Frey cover (possibly 
his. best for some months) L featur- 
ing the Shoot 'em up Construction 
Kit. which was previewed that issue 
- a portent of good things to 
come , . , 

The main event of the month was 
the release of Firebird's brilliant 
Taito coin -op conversion , Bubble 
Bobble, which had the un likeliest 

E air of heroes - a pair of cuddly, 
ubh I e-spit ting brontosaurs. The 
game was incredibly playable and 
once again all work ceased, The 
team were suitably impressed and 
awarded it a Golden Gong, unani- 
mous in the opinion that, as Steve 
ut it, ‘This has got to be one of the 
esi platform games of all 
time ... if not the best! 1 , C’ianin 
advised you to' . , . go out and get 
it now and experience some fun 
graphics, silly sounds, whacky 
gam ep lay and, most importantly, id 
lot of laughs'. ‘A licensing triumph 
which shouldn't be missed at any 
cost', exclaimed Julian cue nod- 
ding heads all round, 

The second award' winner of 
October was the Sizzling release 
from Starlight, a software house 
who’d failed to cause more than a 
ripple up until that time. The game 
in question was Red LED , an udv- 
enture, ''shoot ’em up set across 
enormous 3D landscapes, which 
immediately grabbed everyone's 
imagination. Steve was swift to 
comment: Red LED contains 

some of the most realistic and imag- 
inative dioramas I’ve ever seen on 
a home computer', l It can only be 
described as brilliant', Julian 
exclaimed, telling you to 'Go out 
and yet this game - it's something 
really special. I^aul summarised 
the general feeling: ’Tf Starlight can 
keep up this standard, they should 
be selling games for a long time to 
come'. Praise indeed. 

The third accolade of October 


was Simon Niehol’s sequel to Crazy 
Comets „ entitled Mega 

Apocalypse. This frantic shoot 'em 
up had superb graphics and some 
stunning five-channel music and 
effects, which were judged to be 
worth an incredible 96%. 
Although it was considered to be a 
little on the hard side (you could 
have ten goes in as many minutes). 
Mega Apocalypse still Sizzled, and 
deservedly so, 1 Mega Apocalypse is 
a shoot 'em up par excellence - 
watch out for it’, recommended 
Julian. 

Philippa Irving also managed to 
get in on the act, and awarded a 
Sizzler to SSI's 8 24 Flight 
Simulator, Impressed by the 
atmosphere generated and histori- 
cal documentation, Ms Irving slot- 
ted 8*24 into the 90% just -Sizzling 
bracket. 

B udget ga mes were a II otted t hem 
own section in October, ( to the dis- 
grace of many readers) and we 
immediately awarded four newly- 
designated Silver Medals, 
Rockford returned in Prism s re- 
releases of Boulderdash and 
Rockford's Riot , and Firebird's 
Arcade Classics and Jeff Winter’s 
Revenge of the Mutant Camels 1 1 
walked off with a medal each. 

Still m the budget section. The 
Further Adventures of Alice in Vid- 
eolartd had the dubious honour of 
being awarded the lowest overall 
mark ever. A lowly 3% was given 
to 1 he game . which was graphically 
abysmal, unplayable and, the final 
nail in the coffin, freeze- framed 
from the disk version , so you could 
only play the first level before the 
computer reset! 

A new regular feature appeared 
with Brendon K&vanagh’s. Post- 
mark whose first duty was to 
explain the pros and cons of PBM 
(Play By Mail) games, 

And so October bowed out and 
became history , . . 
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NOVEMBER 




Guy Fawkes 1 month saw a slightly 
fatter ZZAP! than usual, with 148 
pages crammed with goodies, fea- 
tures and the very first 3D tips sec- 
tion p complete with the trendy red 
and green glasses. A new staffer 
also began his pen nance - fresh 
faced ex-yobbo Nik Wild was 
demoted from the advertising 
department to she bowels of the 
ZZAP1 office. 

It was also a decent month on the 
games front, with four Sinters and 
a Silver Medal to warm the cockles 
of the most frosty gamester’s heart, 

System 3's International Karate 
+ saw a revival in the heat 'em 
genre, successfully halting all work 
for an afternoon. Hie increased 
range of moves and superb static 
backdrop made 1K+ a firm favour* 
ite, 

The second beat 1 cm up of the 
month was Ocean's conversion of 
Renegade, which was also deemed 
good enough in scrape a Sizzler. 

Stavros Faso u las' last game 
before being called up for National 
Service in the Finnish army was 
Quedex. a polished and highly 
enjoyable game involving a series 
of dcxtral puzzles. Julian had 
nothing but praise: ’The thought 


choc has gone into the game's 
design is admirable - Quedex is 
beautifully designed, highly origi- 
nal and wholeheartedly recom- 
mended . . . while Steve was 
impressed enough to call for a 
Quedex //. 

To complete the quartet, 
Andrew' Bray brook's long-awaited 
strategy shoot 'em up Morpheus 
arrived m the office to some 
heated discussion. Some liked it, 
some didn't, but everyone agreed 
thai it was worthy of Sizzler status. 
Steve was suitably impressed: 
"... Morpheus is without doubt 
one of the most finely constructed 
games ever written for the 64 r . 
Julian was ambivalent in his com- 
ments, suggesting that you tried 
before buying', but Ciaran , as ever, 
had the last word; 'Do yourself a 
favour and buv it as soon as yon 
can 1 . 

Solomon’s Key , a brilliant plat- 
form puzzle game was received 
favourably, hut just missed out on 
Sizzlerdom with 86%, 

The final accolade of the month 
went to Joe Blade k Players' budget 
game which had plenty of humour 
and appealed to all and sundry. 
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DECEMBER 


The festive season vt tits swiftly upon 
us Lind, in true ZZAP! tradition 
there were more comings and 
gF*Hfi£ CiarSn left in search of his 
inner self, leaving Julian ( the Inst 
of the original ZZAP!' team) to 
take (he helm, 

ZZ AP r continued undaunted, 
however* and the office was 
deluged with quality products; 
Ehree Gold Medals and four 
Sizzle rs arrived - just in time for 
the Christmas stocking! 

Outlaw \ Shorn 'em up f .onstriic- 
rion Kit arrived to rapturous 
applause and. after bringing the 
office to a standstill, was 
immediately given a Gold Medal . 

Managing to drag themselves 
awety from the 64, the team heaped 
adulation tin it; ‘The Shoot 'em up 
Construction Kir is a milestone in 
computing history . ft mightn't app- 
eal to all 64 owners, efue to the 
amount of attention it requires, hut 
if you’ve ever wished you could 
design your own game’ this is a 


dream come true\ exclaimed 
Julian. 

GM number two was pinned on 
k File’s racing conversion, Buggy 
Hoy. Its brilliant game play and 
incredible speed made it a Jir’m fav- 
ourite with all who played. 

The trio was completed by 
Nebulas, a surprise release from 
Hewson . With almost no pre- 
release hype nr advertisements, 
this unusual rotating platform I 
game took the office by stoirn, 

December was well represented 
on the Sizzle r front, with Maniac 
Mansion. Bangkok Knights, Zig 
Zag and Computer Scrabble De 
Luxe, while a single Silver Medal 
went to classic re- release, Beach 
Head II. And that brings us bang 
up to date. 

So, as the year of 1987 slips 
quietly over the event horizon, we 
can only hope that 1988 also brings j 
us plenty to shout about, in the 
shape of more quality M games 
than ever before , , , 
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WIN AN ALL- 
EXPENSES 

PAID 
DAY AT 
THE 
ARCADES 

COURTESY OF 

{(OTCJCTftVA 


Pacman is set to make a return to 
the 64, thanks to the impending 
release of Argus Press' arcade 
coin-op eon version, Padanri. 

If you're the type of person who 
Spends their waking hours in 
arcades, you'll be more than famil- 
iar with the rotund yellow hero. 
You’ll also be happy to hear that i 

Argus are providing the necessary 
readies for a brilliant day at the 
arcades. The winner of this easy- 
to-enter competition will be 
whisked down to London and 
plonked in a top arcade with a. bag- j 
full of 1 0p pieces - £50’s worth in 
fact, 

There are afso 10 consolation 

prizes of a jaunty red briefcase col™ 
ourlully decorated with Pacman 
and his friends. 

To treat yourself to the ultimate 
arcade experience, all you have to 
do is complete the famous arcade 
titles below, which go to make up 
the name of Pacman' s latest adv- 
enture. The accompanying num- 
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bered clues should help . . . 


t. Fingertip athletics. 
2. Much ado 


Englishman's home. 

3, The glass houses inhabited by 


about an 

njjlliE 

Bentley" 

4. Sequel to the racing game which 
was in front at the start. 

5. The follow-up to a gripping rac- 
ing game. 

6- Son of a fack-ass gorilla, 

7. Two-way scrolling protection 
racket, 

Put your answers on a postcard or 
back of a sealed envelope and 
send them to: PACLAND 

ARCADE COMP, ZZAFf 
TOWERS, PQ SOX 1 0, LUDLOW, 
SHROPSHIRE, SY6 IDS to arrive 
no later than the 1 4th of January. 
1983 . 

MOTE: This competition is not 
open to members of the ZZAP! 
team called Julian Rignall. 
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VOTE FOR THE BEST 
GAMES OF THE YEAR! 



The Festive Season is here once more, and with it comes the ZZAP! 
Readers Awards. This is your chance to tell members of the software 
industry what you think of their games, programmers and advertise^ 
ments. Vote for the games, the people and the adverts which you feel 
are worthy of praise. Fill in the form over the page and send it to us post 
haste, so our Database Minion can get to work analysing the results. The 
first 10 forms drawn out ef the bag on 20th January 1 988 


if you can’t think of a suit- 
able candidate, leave the 
relevant category blank. 
Obviously, the more you 
fill In the better the end 
result will be. 

Once you've com- 
pleted as much of the 
form as possible, remove 
this page from the 
magazine (or photocopy 
it) and send it to us. Don't 
forget to write your 
name, address and T- 
Shirt size (small, medium 
or large) on the form in 
CAPITAL LETTERS! 


nrsi ig terms drawn out of the bag on 20th January 1 988 - the closing 
date - will earn their senders £30 worth of software and a superb ZZAP! 

^ ) | T-Shirt! 

The results should be published In the March issue of ZZAP! and 
J shortly thereafter the certificates of accolade will be awarded to the 
lAI 5 w * nn ® nfl cam P anies - If that’s all clear, stop your grinning and get think- 
y W ln 9 - * - 
In each appropriate cat- 
egory enter the name of 
the program and the soft- 


ware h ouse for wh ic h you 
wish to vote. Please note: 
products must have a 


1987 copyright to be 
eligible. There’s no need 
to fill in every category — 


► 
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Are you interested in music and computers? JON 
BATES, part-time CRASH music reviewer and occa- 
sional pop artiste casts a critical eye over the music 
programs currently available for the Commodore 64, 
and gives his advice on how to wisely invest your 
Christmas pennies. 


M-TT-., ... .. T? .j TT | fTT | TT | m |l T | TM | fT | TTT | fT |^ 


Still wondering about 16- Bit? 
Shou Id you du mp you r 64/1 2 8 and 
go for an Atari ST? As you’ll see 
and read, there’s rather a lot of 64 
music packages to consider, anct 
at quite reasonable prices too. In 
fact, if you're really hard up and 
want to enter the lower price end 
Of the computer/music market, 
now is the time to buy. 

The following programs may or 
may not have been reviewed in 
these hallowed pages before. If 
they have HI quote the original 


review Issue so that you can look it 

Up. 

Music software falls into several 
categories: programs using the 
SID chip only, non- MIDI, SID soft- 
ware that talks to synthesizers via 
MIDI, soft and hardware that is 
self-contained (usually using chips 
in the hardware), soft and hard- 
ware that uses MIDJ, and MIDI soft 
and hardware that oniy creates 
sou n d if used in conj u action with a 
synthesizer. 
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SID 

SINGS 

Fi rst up to the frosty testing bench 
is Efectrosound64, originally 
released by Orpheus in 1 985 for 
£26 and received a Gold Medai 


the SID chip, You don't have to 
know tots about sound creation (to 
quote the manual) as Etec- 
trosoundcom&s with a I i brary of 50 
voices (including drums and 
effects), for you to fool around with 
- and pretty good they are too. 
Since SID works on three chan- 
nels, you car choose from a vari- 
ety of keyboard configurations; 
from just one channel on its own to 
all three played together, or in suc- 
cession on subsequent notes - 


of control are: Sound Envelope (at- 
tack, decay, sustain and release) 
and Waveforms (pulse, sawtooth, 
triangle, and noise). High and low 
filters and ban d pass are comb ina- 
ble 3 {the filter only works on one 
channel though),, cut-off point can 
be selected and resonance added 
to give a f u 1 1 1 sweep 1 to the sound, 
plus oscillator synchronization 
and Ring modulation. Voices can 
be detuned to make the sound 
quite fat if the same sound is used 



Electrosound 64 
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review in Issue 8. It’s since been 
deleted, but can still be found at a 
far cheaper price if you're pre- 
pared to h u nt It covers sou nd sy n - 
thesis and sequencing in a very 
comprehensive manner, and is 
compatible with the keyboard 
overlays that were bundled wi*h 
the 64 (which makes playing far 
easier, believe me). 

The mam display shows a piano 
keyboard and direct controls to 


which I found a bit weird as the 
keyboard takes the upper note as 
the most important, so trying to 
play chords produced strange and 
unexpected results. 

The lower half of the display 
deals with the intricacies of SID. 
For easy sound creation this prog * 
ram comes out near the top of the 
list, espec ia fly if you use a joystick 
to whiz* round the sound options. 
If you must know, the main areas 
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on all three channels. Any newly 
made sounds can be named and 
filed to either disk or tape - which 
is very useful indeed, 

The other half of the program is 
a step-time sequencer which 
works in the time-honoured fash- 
ion of making up short sequences 
{up to 20) which are then chained 
up into 'tracks' (5 maximum) to 
make up the tune as a whole, A 
clear graphic display and cassette 
recorder type controls make it very 
easy to use, although it's a bit limit- 
ing as you have to work in one 
fixed note value all the time. 

As a general music utility that 
covers the SID creatively, Eiec- 
trosound isn’t at all bad. 

Similar in approach to Efec- 
trosound, but on a more simplistic 
basis is the Sound Studio from 
Music Sales, which allows the user 
to program sounds from SID or 
use the library of 60 preset sounds 
and chop over to the sequencer 
and build up tracks using step or 
real-time, This has rather natty 
pop-up menus, although the nota- 
tion for the seq uencer is some- 
what boring as it Isa written oul list 
of notes and their durations - why 
not graphic or music notation? It is 
MIDf compatible, but more of that 
later. 

Whilst we are talking about the 
SID. it isn't a well-pubficised fact 


that the filter mentioned Is not. 
repeat nof r consistent between 
different 64s, To quote a little- 
known press release from 1084, 
‘Because of the variation rn SID 
chips it is not advisable to include 
the filter in the sound of commer- 
cial software. Doing so may result 
in sounds that are unexpected or 
not audible on some 64s, ' So that 
may explain why some sound- 
tracks sound good on your mate '$ 
64, but absolute rubbish on yours. 


FREQUENCY 

MODULATION 

Often found on display in large 
department stores is the FM 
Sound Expanddrtrom Music Bales 
(re vi ewed in Issue i T). M u sic Sales 
have made quite an effort to collar 
a large share of the 64 music mar- 
ket, and this is their biggie -a tive- 
Gcl&ve keyboard and a hardware 
bolt-on that creates sounds from 
none other than a Yamaha FM 
{short for Frequency Modulation) 
chip. This is the chip that Eaunched 
a thousand hits - it's cousins lurk 
deep in the heart of the DX series 
synthesizers. 

However, all is not as it would 
seem. In fact, the voices that it's 
programmed to produce are so 
second-rate that 1 opened up the 
hardware to verity the presence ot 
the Yam aha chip, Well, it's there, 
but sounds remarkably as though 
it has been severely restricted in its 
use. At a rough guess rt is only 
us ing half its power and the voices 
may well have been ROM pack- 
aged by Yamaha to limit the com- 
petition. In effect the Sound 
Expander turns the 64 into the 
equivalent of a single-keyboard 
that would cost about £1 50- £2 00, 
which in itseff is a saving. The less 
said about the rhythm voices the 
better, but you have a good choice 
ot patterns and the accompan i- 
ment features are reasonable - 
you know, auto bass and rhythm 
chords etc. It has an unfortunate 
'riff function which is ot novelty 
value only as ft disables the 
keyboard and leaves you listening 
aghast as it plays silly banjos and 
feeble electro-sounds. It is MIDI 
compatFble, but the interface is not 
yet around to my knowledge. I 
can't honestly say that the Expan- 
ders my favourite music package 
at about £75, 

There's an editor/com poser 
package available for the Expan- 
der at £24. 00 1 , which gives you 
limited access to the ' operators', 
the components that go to make 
up the sounds. You can save up to 
64 sounds and use the composer 
part of the program to create step- 
time sequences using music nota- 
tion - useful. 


S-S-SAMPLING 

Lot s h as been sa id about the sam- 
pling facility on 16-Bit machines. It 
should also be said that sampling 
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quality depends on quite a few 
more factors than the number of 
bits a sound is sliced up into. With- 
out wishing to go into great detail 
(after all, this an overview), it's also 
dependent on the way in which the 
bits are used, the filtering and gen- 
eral noise reduction factors. L 

There are a few samplers availa- 
ble for the 64- - the top of the range 
being the Microvox from Super- 
soft, which retails at about £250, 
Ned Comes the Datef Sound Sam- 
pler, which is available at the far 
more acceptable price of £43.09 
(it was reviewed in Issue 12). it's 
not as professional as the Micro- 
vox. but has very good editing fea- 
tures, 

The hardware fits into the user 
port on the back of the 64 and 
accepts ii ne or microphone inputs , 
giving a I me output. The sampler 
comes bundled with a 30p micro- 
phone. which should be binned 
instantly - buy a decent one for far 
better results. Sample levels and 
lengths are set up, as well as a 
delay on the start of recording, 
which is useful, if you're putting on 
a record or CD. The Date! takes 
either 8 separate short samples or 
one tong one. 

Despite the fact that it has been 
around the office and used by vari- 
ous members of staff for some 
time, it took us all a long head- 
scratching session to work out 
how to make sounds come out of 
1, Unfortunately the unit is con- 
nected! via the audio port, so it 
doesn't work if you're using a 
monitor with the computer as we 
were. Therefore, the computer has 
to be connected to a TV via the RF 
lead, or an ampiifier - and the lead 
that comes with it is ludicrously 
short. 

Having captured a sample, the 
user has full editing options, and 
parts of the sample can be cut out, 
thrown away or pasted into 
another part of the sound. As far 
as I could tell though, once you've 
started editing, you can’t return to 
the original sound unless you've 
actually filed it. Another niggle is 
that the sample edit page is a num- 
bered scale, whereas the 


waveform and 3D 'sound moun- 
tain' display is on a separate page 
and should really have formed part 
of the editing screen. 

There's a real-time sequencer 


that ' s good for trying out ideas, but 
not real ly su itabl e for seri ous work. 
Where it comes into it's own is via 
the M I Dl f aci I ity . U nf ortu nately you 
may have to shell out an extra 
£24.99 if you don't possess an 
interface that works with it. It 
means that you can play it from a 
MIDI keyboard as you would a 
bespoke sampler, albeit with 
limitations on note range, channel, 
and velocity - you could even run 
it from a sequencer, a second 


computer or dedicated, music 
product! Another plus is the real 
time effects. It uses it's sampling 
abiiity to give effects such as 
Reverb. Echo, Delay, and Ring 


Modulation. For the home 
recording buffs this is quite a 
decent bonus, as anything 
approaching these effects costs 
nearly £200 at the very least. 

The samples are compatible 
with Datel's Comdrum, which has 
an editor program to help you 
convert samples to Comdrurrt 
format . I think wg can call the Date! 
a novel sampler, and one that has 
very good semi-professional 
possibilities. 


On the subject of MIDI, the 64 is 
still a good bet for MIDI control 
packages for sequencing, voice 
creating and general composition. 
Although not cheap, there are 
quite a lot of programs around, the 
main reason for this being that the 
64 is very popular in the States, 
and because of the much larger 
market possibilities (14% of 350 
million is better than V*% of 56 mil- 
lion) there's a lot of American soft- 
ware in this field, tf you're seriously 
thinking about home recording 
using synthesizers, MIDI and the 
like, a 64 is a pretty good machine 
to have. A few programs to look 
out for - either new or in the sec- 
ond-hand markets - are; Joreth 
Music Composer System, any of 
the Sequential programs, Sell pro- 
grams (reviewed in issue 1 ), G-Lab 
SuperTracker, Sonus Super Sequ- 
encer, and the Sternberg Pro-W. If 
you dig further, you'll: find quite a 
few more programs, but if they 
have no importer, after- sales ser- 
vice might be a tedious affair. 


DIGITAL 

DRUMS 

In 1 966 Su person launched, a soft- 
ware drum machine for the 64 
which contained two kits of real 
drums sampled digitally, namely 
Rhythm Ktng. The" programming 
facilities are fine - both real and 
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step -time - with the usual good 
graphics for editing. Again it works 
on the 'pattern to sor>g sequence' 
idea we've seen before, ll stores 
up to aOOO steps on the 64 and 
20,000 on the 128, so you have 
plenty to go at. The major draw- 
back with Rhythm King is that, the 
actual samples, although taken via 
the Microvox, are themselves a bit 
t woolly, lack depth and are subject 
to cavernous built-in reverb which 
gets in the way if you want a hard 
up-tempo rhythm track. 


AMS 

For my money, the prize for the 
most universally useful package 
for a musician goes the the 
Advanced Music System, mar- 
keted by Ftainbird at £39.95. j 
wouldn't recommend this prog- 
ram for a beginner as it is very 
comprehensive and serious. 
There's not much emphasis on the 
fun angle, and rt takes quite a long 
time to gel to know it - but if you’re 
musically literate and can take the 
time, at's a very comprehensive 
package indeed, it has real and 
step -time sequencing, cul-and- 
P&ste facilities for the notation, 
print-guts with lyrics thrown in, a 
reasonable MIDI module, full 
access to the SID chip and a large 
number of back-up files for voices 
and sequencing that can be 
copied from one module of the 
program to another. The MIDI 
interface can be obtained from 
Oaten or £24,99, who’ll even bun- 
dle ft up with the AMS for the 
princely sun of £49,99, 

JUST 

FOR 

FUN 

Music Sales make their contribu- 
tion to the silly season with Fopu- 
■ r 2r Classics, a sort of sing-a-long- 
a-Brahms-and-Lisirt, The program 
has 1 2 pre-programmed classics, 
with well arranged accompani- 
ments. The user plays along, fol- 
lowing the pointing finger along 
the displayed keyboard on screen. 

It does help to have the keyboard 
overlay - when I tried without one, 
jeers, boos., and catcalls resulted 
from the office. If you're wonder- 
fully proficient you can choose to 
have the program play the full ver- 
sion minus the melody - you 
merely read it from the book and 
play along. Playback tempo can 
be adjusted to your competence. 

It is MIDI interfacable via a "suita- 
ble ' M I DM nterface (at this the man- 
ual is not a lot of help). If this is as 
per the manual. 3 MIDI perfor- 
mance should be quite spectacu- 


lar, l don’t see it as a teaching pro- 
gram or as a particular fun utility, 
but you might impress someone 
with your classical prowess, and 
you can always use the keyboard 
for just playing, 

GOING 

CHEAP 

Mow we're down to the cheapies. 
AJI three are from Firebird, and (in 
reverse order of brilliance) are: 
Ubik's Music , Microrhythm, and 
Microrhythm Pius. 

Ubik's Music is really more ot a 
sound creating utility. It gives very 
comprehensive control over the 
SID chip and incorporates a sequ- 


encer as well It was covered by 
myself in Issue 3 1 and is best used 
for programming your own tunes 
into games - but is well worth 
£2.99. 

Microrhythm and Microrhythm 
Pius are absolutely stunning! 
Microrhythm was issued first and 
reviewed back in Issue 20, it con- 
sists of excellent digital samples 
coded up and sequenced from a 
very simple and easy on-screen 
display. As usual, sequenced pat- 
terns can be chained together to 
form songs, and the tiles can cope 
with four songs at a time, The drum 
sounds 3 re very impressive, and 
each beat can be tuned up or 
down in pitch. A 'flam' facility lets 
you double up on each stoke, and 
you can adjust the gap between 
the stroke and its repeat. At any 
time you can check the sounds 
without entering them into mem- 
ory, and programming is done by 
just hitting the keys in time to the 


metronome click. Bars can be 
copied, lengthened and shor- 
tened. In short, a knock -cut drum 
kit for only £1 .99! 

Microrhythm Pius goes four 
stages further by having four new 
sets of voices to go at. and each 
one is a complete program in itself 
- ail on the one tape. On the tape 
are: Microlatim, with latin american 
instruments; Microdisco, with har- 
der electro drums; Microvooal, 
with voice samples which, thanks, 
to the tuning facility, ere remarka- 
ble, and Microtune, which has a 
bass guitar as well as drums, so 
that a bass Sine can be put in. Again 
it is available at the very silly price 
of £1.9 9 

Both these programs are 
monophonic - that is they can onfy 
play one drum or note at any one 
time - but with careful program- 
ming you won't notice that. If the 
author. Simon Pick, couFd write a 
kit editor and tape synchronization 
program he would soil many more. 
This would mean that you could 
combine you favourite parts of the 
sound files, and then by using a 
sync pufse to a multi-track tape 
machine you could layer sequ- 
ences on the multi -I rack and 
effectively turn it into a complete 
sequencer, the Commodore play- 
ing back in time to the syne pulse 
recorded on the one track. With a 
bit of ingenuity, samples of other 
instruments could be included to 
make it a complete musical sequ- 
encer working from tunable sam- , 
pies. 

Weil that s about it. Doubtless 
some bright spark will write and 
toil me that F've missed something 
out but, we can't all be perfect. 
Have a safe Christmas and see ya 
sometime in 1938, 

Jon Bates 
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BECOME 

AREAL 

HE-MAN 


WITH £20 
WEIGHfl 
TRAINlI 
GEAR! 


Gremlin Graphics are soon to release a computer game version of the 
new Master's of the Universe film, which stars Dolph Lundgren as He- 
Man, 

If you'd like to emulate the tall, blonde muscle man. Gremlin have the 
goods tor you -they ’ve decided to celebrate their latest blockbuster with 
an incredible prize of £200 worth of weight training equipment, including 
a barbell, dumbelis, training bench, and enough weights to sink a 
battleship! 

To take possession of this mighty prize, you must study the pictures 
of He-Man below and spot the differences made to the picture on the 
right. Circle the changes and mail it to: HE-MAN PUMPING IRON 
COMP, ZZA P! TOWERS, PO BOX 10, LUDLOW, SHROPSHIRE, SYS 
1QB. to arrive no later than the 1 4th of January 1 988. 

The first correct entry drawn from a bag will be awarded the weight 
train ing equipment, and the next 50 will receive a specially made com- 
memorative T-shirt and a copy of the game. 

Note: the competition is only open to puny wimps like Dan Gilbert. Real 
He-Men need not enter. 


NAME 

ADDRESS 


PHONE 


T-SHIRT SIZE 
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TREAT YOURSELF TOV 




kNj 


WORLD CLASS LEADERBOARD 

The th«d in >he Leaderbaart trilogy, and ^ 
thrp^ too courses {St Andrews hCharrtptDns Cypress c 
rtcrai Counts Club) and use all your golfing skills to negotiate 


ine specially designed Gauntlet own 

a shot. H 

- The complete golfing simulation. 

Steve Jarratt, ZZAPE 64 July 1SS7 


. .. AND GET A FREE US GOLD 
GAME OR COMPILATION OF 
YOUR CHOICE! 

Just think of it! A year’s supply of full-colour reviews, previews and news of the latest Commo- 
dore games, a plethora of superlative tips, POKEs and maps, interesting and informative fea- 
tures, amazing competitions AND more, more, more , . . 

There are three superb games and three top compilations to choose from. Let us whet your 
appetite ... 


A YEAR’S 



D CALIFORNIA GAMES 

Surety the greatest sports simulation yet 1 Six whacky sports 
from California: surfing. half pipe skateboarding, hying disk, 
rollerskating, BMX bi ke racing and fool bag, allm one fun-filled 

^C&i&amte Games is quite simply the apex of computer sports 
gaming at the present time.' 1 

Julian Rignell, ZZAP'. 64 September 1987 



| r j JSPEEOI 

| | iu 1 1 n u 

SUMMER GOLD — 

Six varied and ptayabie games to he!p warm your joy stick. I 

Thera's IQfo Frame a superb bowling simulation i,Epyk classic 1 
impossible Mission, Dembusters, awarhmecom^irnutahon, 
Beach Head ft a brilliant four-part arcade game, Rebel Planet, m 
an illustrated text adventure and Bruce Lee a great marital arts ■ 
arcade adventure. 'ti 


ZZAPS SUBSCRIPTION OFFER 

i would like to take out a 12 month subscription to ZZAP< 64 
magazine and recede my free US Gold game. I enclose a cheque/ 
postal order (no cash, please) for Cl 6, made payable to Newstield 

Please fide, if you're 
Iwn issuis oT running ( 
but DON'T FORGET! _ 

FROMl 1 rr| 4r> 4 r-FE. iTicre sUBOWIir IHJPi I U HUTI 

•Mssasssaa^^ 

r^jyiE ^ i4 , 

ADDRESS 



postcode ;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;; 

Should you already have a subscriber number, please quote It: 


I would like to receive the following free game from the six listed here 
(cassette versions only): 


n EPYX EPICS 

□ SUMMER GOLD 

□ WINTER GOLD 


O CALIFORNIA GAMES 
□ ROADRUNNER 
D SOLOMON’S KEY 

NB: Your ganw mil be CJSlivsnsd INDEPENDENTLY of She magaslne, 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 


1 wfcab to pay by Visa/AcctM (debts as applicable) 

Signature 

Expiry Date 


Please C be rga My Account No; 




ini m - 

Lj 




ZZAPi/US GOLD SUBSCRIPTION OFFER, PO BOX 
20, LUDLOW, SHROPSHIRE SYS f DB 

MB: All games wi II be delivered within 28 days of receiving your order. 





n d who needs a l ob 
„ to your business 
, eo ne who is better 
slified also a P P»'«- 

vou hire yourfnend. 


Tou make long-distance 
calls as part of your work 
for a middle-sized firm. 
**° you make long-distance 
pnvate calls, too. if you 
know they cannot 
be traced.’ 


In the sufmarke 
send a din pad 
tumbling o the 
s|q one s^you, £ 
wiiw ay? 













Spends 


Vou may have noticed the TV advertisements for Scruples (the game of 
moraJ dilemmas}. Well, Virgin Games have just obtained the rights to 
release a computer version. 

To commemorate. Virgin have on offer a weekend for three people in 
Amsterdam, You'll spend two nights in a top class hotel * 1 2 3 4 5 , with a continen- 
ts* breakfast each morning, However, meats during the day have to be 
provided by yourself, so each person will be given C50 spending money 
to blow sn restaurants and cafes along the canals of Holland's finest ' 
To treat yourself (and two fnends) to this trip of a lifetime you must 
^nswer the morally questiontng puzzlers below, in as humourous and 
irnag i n at i ve a way as possi bie; 

1 . Your friend has 6,000 pirate games. He knows you disapprove, and 
therefore won’t lend you any. What would you do? 

2. What would you do if an an ST and an Amiga owner simultaneously 
started telling you how wonderful ttieir machines are? 

3. Just when you ’re about to cloc k 1 ,000,000 points on 7T?e Game With 
No Pause Mode , an onlooking friend begins to turn qreen What do 
you do? 

4. Your friend s just broken your 64, and offers his Spectrum as com- 
pensation. What do you do? 

5. You’ve awakened to find that you’ve been turned into a roN of toilet 
paper by a wicked witch. What do you do? 

OK? When you've got some humorous answers, jot them down on the 
back of a postcard or envelope, with your name, address and phone 
number, and send it to: INSCRUTABLE SCRUPLES COMP ZZAP' 
TOWERS, PQ BQX 10, LUDLOW, SHROPSHIRE, SY0 1 DB to arrive no 
later than January the 1 4th, 1 988, 

The overall winner gets to go Dutch, and will also receive a copy ot both 
the board game and Virgrn's computer Scruples. 1 0 first runners-up will 
get the board game and computer version, and 40 second runners-up 
will take possession of the computer game alone. Right. There^s lots of 
prizes on offer, so get those entries roiling ini 
Note: Exact date of holiday is subject to tour operator’s availability 








ALIENS (Electric Dreams) 

420.050 Tony Jones, Aherehinder, Aberdeen 

1 43.500 Pa/e&fi Soiankl, For&si Gate, Lorttfon 

126.500 Paul Griffiths, Llandudno. U Wales 

ALlEYKAT (Hewi&n) 

18.290,3*0 Michael Lykke, Vlbor-g Deru^rk 

14.662.700 J&amClisude Zeh, Hrarrheim, 
France 

9.334,400 Richerd Hudson. CopiTumthorpe, 
York 

ANTIRIAD (Palace Software] 

Completed In. . . , 

3:0fl M Guoday, Bishop's Stomroro, Herts 

3 07 Marlm Waish. Kayes, Middix 

3:12 Geo KSavGrtey. HudderSField, W Yorks 

AR K AWQ I D [Imagine) 

1,379,040 Flico. ClOOthOrfws, S Humbarade 
1 ,2621.190 Jonathon Webb, HrgtofJtJge. 
Somorset 

1 .1 73, 1?Q Stephan Boyce, Harrogate, N Yorks 

ARMQU RUILLO (Code Mnste rsj 

45.000 Rainer Umbaeh, 35Crf Espcnaal, W 
Germany 

40.600 Paul Griffiths, LLandudno, Wales 

29,300 Adie Gnffilhs, Crowtiprcugh, E Sussex 

AUF WliOERSEHEN MQNTY (Gremlin 
Graphics) 

51 .223 Casey Gallecfter, Swallowfield, 
Reading 

29,479 Aten Monlague-SmAh. Trewtir»dOo, 
Wilts 

22,563 Alan Hammertpn, Faroham, Kama 

BARB AR5AN (Palace Software] 

160.000 Paul Grilfiihs, Usndudno, N Wales 
99,650 Antony Foster, Nuneaton, 
Warwickshire 

99.600 Grenl Mundy, Slony Stratford. MJtOrt 
Keynes 

BEAMRIDER (ActMalcn) 

1.5C17.62& David Brownlee, Bonnyrigg, 
Midlothian 

960,420 Slave Jarratt, ZZAPE Towers 
642J04f Michel Sung, Patarfee, Co Durham 

BMK SIMULATOR (Code masters) 

6,2&5 Barry Mh'is, Danny, Scotland 

4.900 Richard Hawking, Woking. Surrey 
4,890 Justin Gregory, Longton, Slnke-On- 
Tngrtf 

BREAKTHRy (US Gold] 

246.000 Ylnpenl Old, Wdlllhgbefaugh. 
NOrthants 

1 36.050 Paul GibSon , Sunderland, Tyne And 
Wear 

111 .900 Gary Rice. Cbtahester, Essex 

BUBBLE BOBBLE (Firebird] 

2,376,570 Robert Traughlon,. Keighley, W 
Ygrttshiire 

1,266.210 Simon Evens, Curfctd, C&mbs 
1,076,430 Marcus Falcaner, Dustfard, Csmbe 

BULLDOG (Gremlin Graphics] 

£.239,200 Gary Foolitt, froylsden, 

Manch eater 

2.165.900 Pater Walker, Adelaide, S Australia 

1.025.700 Roger AJexandersson, Gotebcrg, 
Sweden 

COBRA (Ocean] 

205.900 Philip Stevens, Ajtraton, Derbyshire 
93400 Patrick Green, Burnley. Lancs 

99,200 Stephen Wfl*idge. Great Sutton, S 
WsthI 

COSMIC CAU&EWAY (Gremlin Graphics) 

217 430 Julian Rtgnail, ZZAP* Towers 


KRAKOUT (Gntmlih Graphics] 

26,292,790 Jaruca Nicollu . ClCC, Gurnsey 
£1 ,184,770 Mrchael Erfcmans. The 
Netherlands, 

1 2,740. BOO Dave 8 RreH WarburfOfl. Cheshire 

LE ADt fltiOARD: EXECUTIVE EDITION: (US 
Gold/Acce&s) 

NOVICE 

-26 Graham Kane. Tividala. W Mips 
-25 David Dunn, Shaftesbury, Dorset 
-23 Anlhorty Sect thorn a, Works op, Notts 

AMATEUR 

-19 Q McKanite, E Lothian, Scoltano 
-19 G Sinclair. Cornwell 

PROFESSIONAL 

-34 PaU Wnotten. Woking, Surrey 

-30 Stfiva Jones, North End, Portsmouth 

-IS Stewart ftogws. Tunbridge Wells. Kent 

LIGHTTFQBCE (FTL) 

3.769.200 J Hudey, ToothHI, Swindon 
3,084.850 Lee Andrews, Leighton Buzzard, 

3,239,250 Richard Burgman, SeaFord, Essex 

MAfilO BROTHERS (Ocean] 

449,300 Jake E, West Bromwich, W M*ds 
255, SIM} j im Gallikss. Athens. Greece 
252,6?rtOzz. NawEhham Lon dun 

MEGA APOCALYPSE [Martech] 

1 1 2,606 David ErrimmS, Stratford, London 
107,140 Robin Strickland. London Et 
1 34,780 Asheesh Stfctuw. London NS 

MErnocnoss rus flowj 

1 .1 16.200 Matthew Sears. Worcester 
3412.650 Andrew Holmes. Botta&ford, Ndtla 

31 1,700 Louis Farrtham. TwIckenJiam, 
Middlesex 

MILK RACE [Me&lerLronic) 

7,965 Kristian Fl4Mt, EMOvfir, Plymouth 
7,964 Chris Raynham, Helper, Derby 
7,949 Shaun Gera, King's Lynn, Norfolk 

MONTEZUMA'S R EVENS t (Daiabyte) 

1 ,127,500 W Drew, Brisbane. Australia 
801.800 Jennifer Yales, BoHon, Lancs 
4 12,450 Adam Trewelia, Stapleton, BnaiOl 

MUTANTS (Ocean] 

700,606,030 Colin Greenaway, BaUyullAn Rd, 
Be'fasl 

55,209,750 Steven Pecker, Chelmsford, 
Essex 

51,S44,50OArfie Boriner. Southbourne 

NEMESIS THE WARLOCK (Meftech) 

37.460 Anlhcmy Scdlhome, Worksop.. Notla 
T 4,290 Andrew Scully, Bnncliffe. StWfllafd 
T 2.770 Miko Thomas. Caerphilly, Mid Glam 


CRYSTAL CASTLES (US Gold] 

677.992 JuL-an Rigngll, 22API Towers 
$60,995 fttehard Hardbattte, Nun&atun, 
Marks 

552,127 lain Davidenn, Dumfries. Scotland 

DECEPTOR m Gold] 

■27,050 Steven King, Plymouth, Devon 
1 3 ,5 E 0 T renoy Gaetan, Bru&sefa , Belgium 

DEFENDER OF THE CROWN (Mlrrorsolt] 

Compleled by 

May 1200 Henrik Sylow. Arhus, Denmark 
November 1200 HaiTDVWIIemgen, 
Numansdorp, Th* Netherlands 
Navember 1200 Guy Guildmg, Slough, Berks 

DELTA (Thalamus]! 

1.992 ,579 Michael Aub&1. Ek*ter, Devon 

1,707,200 Richard Ryan. Sutton Coldllted W 
Mids 

1,256,430 Cglir, Redfern, Heywood, Lane* 

DRAGON'S LAIR [Software Projects) 

63.997 Sean Wafter (Runsdtt], MeribOufm, 
Australia 

36 r 642 Simon Cote'S Mum, Chslmsfdrd. 

33.700 Simon Cafe, Chelmsford. Essex 

DUET (Elite) 

25$. $40 JSfl. Eftihgshall Park, 
Wohverharriplgn 

174.290 Steven Atkinson, Oldham, Lancs 
160/170 Fu &ang Li, Crewe, Cheshire 

C5CAPE FROM SINGE'S CASTLE 
(Software Proj$ctS|i 

104.000 Lean While, Consah. Co Durham 
92,742 Craig Knight, Keywarfh, Notts 

68, 500 Steven Atkinson. Oldham. Lancs 

EXPRESS RAIDER (US Gold) 

58,4 50 Gavin Shute, Aylesbury, Bucks 
$0,600 Doan Ferguson, Gillingham. Kent 
SI ,200 Spnj^m VaghOtA, Rugby, Wa/k& 

THE EQUALISER (The Power House) 

21 ,850 Stephen Boyce. HamaQatu, N Yorks 
£0,620 Dean Stinton, Botley, MUlhamplon 
l4,Si50 JflriAlTian Rschards, AUleboraugh. 
Warka 

F1RELORD (HewAOrt) 

145,205 P -chard Pargeter, Coventry, W Mids 
1 4^, 100 Daniel Osbourne, Homaep, N Numbs 
1 42,61 OJep. EliKngshali Park, 
Wolverhampton 

F1RETRACK (Electric Dreams) 

935,640 Darren Cole, Chingford, UindtKi 
664,900 Knstan Bruun, CoperJiag-sn 
Denmark 

527.290 Johnny Larsen, Copenhagen. 
Denmark 

FIST 11 (Melbourne House) 

1.753.000 Steven Rcnr, Ksltenng, Narfhanta 

1,560,600 Gee Keaveney. HudCtefSheld, W 
Yorks 

1.220.000 Steven Guilloyte, Oldham 

GAME OVER (Imagine) 

93,400 Mike Thames, Caerphilly, Wales 
54.250 E&a Paulasto, 20510 Turku, Finland 

GAUNTLET; DEEPER DUNGEONS (US 
Geld) 

Merlin The Wizard 

H J&7, 1 9S Asher Rashid, Thornaby , Cleveland 
C.B46,4n Lee Andrews, Leighton BuZMrd 
Beds 

4.350.297 Pdu Cashley. BiBhCdJStbh, Brnslal 
Thdr TheWamor 


9.835,036 Lee Andrews. Leighton Buiiard 
Sods 

4.678,932 Oevid Taylor, Alvingtuo. GIds 
3,974,521 Paul Casrley. Bishopslon, Brisiol 

Guestpr the EH 

8.746,230 Gad Keaveney, HuddsrstWd. W 

Yorks 

6.531 ,613 Edward Q'Qomeil, Hillir>gdnn, 
Middx 

2.497.341 Paul Cashlgy, Bisbapston, BnsKsI 
Thyra the Valkyne 

6.410, 3?7 Ged Keavsnay, Hudderstield. W 
Yurks 

2.41 1,019 Lea Andrews, Leighton BUKWd, 
Beds 

810,692 Paul Hollmgton, Hullbtidgo, Esss* 

aHOSTS w Go □ lins (Bit*] 

920. 000 Casey Gallacher. Sw.nilijwl.^lrj, 

Readtno 

531 ,09a Chrtalian Malar, Norwich. Norfolk 
450. OKI Chris Goodswen, Norwich, Norfolk 

G UNSHIP iMicroptose) 

270,785 Richard Mellor, Bridgewatei 

271 ,038 Made Stavin, Leadnato. Co Durham 
265.990 David Nicq4. Heworth. York 

HADES NEBULA (Nexus) 

383,2CO David Thaya. Schilde. 6elgmm 
297,907 .Jane GaltAway, London 
237,467 Mike Gre^n, London 

HEAD OVER HEELS [Ocean] 

89.300 lain Thomson Kilmaurs, SM'lena 
08,620 God Kea veney. Huddererield, W Yorks 
08,1 40 Richard Lurm, Leeds. W Yorks 

HERO (Firebird) 

297,845 Michael Palmsir, Maidstone, Kenl 
1 97,852 Lawson Davies, Pencotd , S Walaa 
177,762 Patrick. Lammere, 1400 Niveffles, 
BtfgiUTTi 

I, BALL (FUeblnJ'j 

1 04, D4D Marc Johnson BrouQhfan, Cha&ter 
52,339 Nlel Rwnbdld, Bottesferd, Nolls 
52,040 Matlhaw Sears. Worcester 

INTERNATIONAL KARATE * (System 3j 

125400 Dan Gilbert. ZZAP* Towers 

INTO THE EAGLE'S NEST (Pandora) 

2.540.000 Lee Andrews, Leighton Buzzard 
Beds 

2,136.800 Guy Gilding, Slough, Barks 
1.637,600 Pater Rt- ly, BLiry-ShEdn-iunds 
SuffoM! 

I RID IS ALPHA (UamasoHJ 

599,760 George Srey, Armthorpe-, Doncaster 
3^9,520 Colin Redfern, HeywOod , Lancs 
204,3^0 Jonalhan Wood, Edoeware, Middx 

JAILER EAK rKoneml] 

356.500 C MitcheJi, Peters(ie*d, Hants 

195.500 Paul Gbson. Sunderland Tyne Arvj 
Wes-- 

102.500 Malcolm RedCem. Preston, Lancs 

JEEP COMMAND (Bug &yt»] 

518.550 GMeiuwv 2230 Schilde. Belgium 
303,930 J Ghujorghisor (Hunsoft), Melboufn&. 
Agslralia 

250,350 Dave Breed, Cullsrcoals. fyne £ 
Wear 

KNUCKLEEIU5TFR3 (Meibour n« House] 

11 J00 Crajg Ben(, fails wurth, Manchesler 

6.300 Stflva Quinnsll. New EJtham, London 

6.300 Merlin Walsh, Hayes, Mrddlk 


NINJA MASTER [MastortrpnlC) 

435,BJO!3qrdon Shearer, Futhes, Morayshire 
1 W.liSO Robed Fuller, DOwnham Market, 
Worfck 

19&.31S Mignaet Pina, Kurma, Sweden 

HQM® (Ocean) 

S.2tQ 4 John Gheorgiiisnr, (Rtinscfl'i. AuS-lralia 
■Lf365 Paul Want. Hjwrepaie, N Yoriis 
2-.B05 Paul Tuddr. Stourbridge. Pbdmora 

om [CRLjl 

■165.147 Jamie Patan, Downfittkf, Dundee 

OLLi AND LiSSA (Firebird) 

19,020 Lee BflHfer, NdrlnwlCh, Cheshire 
R39B Stuart Scalltrgood, Adless net 
wvcVdetT 

t3,71S JHendwIk Engelaman, Maassluts 
Holland 

PANTHER (Mllttrfronip} 

327,740 Eddie Vall.v, Sydney. Australia 
250,900 Liam Chwexs, BallesiheH, Worts 

i1S.&00 Jason 8imie, Crsnleigh, Surrey 

PAPERBOY (pita) 

486.352 Edward O’OCKrtngll. HJImndon, Midthx 
390,^5 MKJhaol Aub&t, isteter, Oevpn 

301 .400 Mar* Pdlf, Ketten-ng, NorlKanEs 

PARADROID PLUS (Heyu-iuaj 

112.050 Robed Paul Smith, EdmufltOn 
London 

B6.&30 Brian ¥«-. TarbaUon, AyrsNra 
B3.KE Adam &eotMj*, T artioltun, Ayrshire 

PARALLAX (Ocean) 

156,350 AJi KersweH 1 , Guildford, Surrey 
BS.300 Jason Ssmie. Cranlte*gH, Surrey 

73.400 Adam FTaCy, Newton Flolman, 

Norwich 

PARK PATROL- (Firebird) 

399.950 Gfsg Murphy, Maraton, Wirrsl 
996, 1 30 Sloven Athinapn. Oldham, Lanes 

955. 51 0 Jonathan Edge, WHuedcoi, Cheshire 

POD ;Ma atertronic) 

2.170,690 Grahema Rbb, Bo'nees, Scotland 

1 460.440 Karaten Tpksvig, B832 SKAlS. 
Danmark 

1.062.440 Matthew Penn, Qrmakirk, 

Luncashire 

PROHIBITION (liifogramea) 

Si 6,200 Richard Pwgeter, Coventry, W Mids 
S3.370AndyGaskell, Bootle, Merseyside 

QUEBEC (Thalamus) 

507 Gary Smith. Baslngsloke. Nampa 
401 Mark Price, Pennartl, Swansea. 


QUARTET (Activision) 

2.074,500 Adie Griffiths. CrOwba rough, E 
Sussex 

■Q 1 0,900 Les GrouStS, St Peter Pori , Guernsey 

440.300 Spencer Matl hew*. Foltharri, Middx 

R ANAftrt MA (HfrwSCfl) 

4,828,400 Richard LendbettQf. WiSham, Essex 
1 ,6?£ ,200 Craig Knight, Key worth, Notts 

I . 015,006 StevfB Oawh, Radford, Nottingham 

RE-ROUNDER [Gremlin Graphics) 

I I, 250,073 Craig Knight, K&yworth, Notts 
2,470,564 Marc Hodge, Selby. N Yorks 

1 .430.37? Robin Strickland, London El 

RtViR RAID (Firebird) 

310,710 Mike Green, London 

305,395 Peter Gametl. CMHoL. Manchester 

259,235 Julian Rignall, ZZAPI Tpwers 

ROAD RUNNER (US Gold) 

7B6,$00 Gl&nn Black, Gainsborough, Lmcs 

285.000 Andrew Pellvn, Oraunton, Devon 
JflSiBCO Paul Dunsfan, Higb Wycombe, Bucks 

ROCK 'M' WRESTLE (Melbourne House) 

7,335.335 Janice Nicolia. CICC, Gumsey 

3.125.100 Jjtmift Omdge, Gadling, 
Nottingham 

£,6i55.2CKl Wan Smith, Glenrothers, Fila 

SABOTEUR [Durellf 

£2.7-09,500 Garelfi M kcheit, Mlrfleld. W Yorks 
£2, T 15,200 Per Jornor, Qrebro, Sweden 

22,035.200 Linun Jomer. Gsubm. Sweden 

SANK ION fThalamui) 

1.006,466 Steven Malpags. Stoke -an-Trenl. 
Staffs 

053,900 Rchgrd Ryan, Sutton CoUrfieid , W 
MldS 

704,390 Stephen Gandy. Halesowen. W Mlds 

5COOBY OOO (Elite) 

304,700 Robert Wakefield, Newcastle, Stoke- 
OlVTiurtl 

275.000 Michael Etey, Womdorne, D&rast 

248,600 Sean MtOonagh. Jerraw., Tyne 8 
W&at 

SH AO- UN’S ROAD (The Edge) 

120 .420 Damian Boocouk, ColdCi, Lancs 
73,670 S^riY Mills. Danny, Scotian# 

46,150 Jim Gailikas, Athens.. Greece 

SHOOKWAV RIDER (FTL) 

1 ,524,790 Matthew PhyfKuS, Sunnryhill . Derby 

291.000 Julian RignaM, Z2AP| TpwerS 

08,350 H-oward WcuTdn., Sou-ifiwarK . London 

SILENT SERVICE (US GoldVMie repn>sfl) 
(TONS BUNK) 

1 .032.000 Guy Gilding SfOLiQh. Burks 

9 1 0. 1 00 Kar slen T ektsuig, Drqss^vej 6. 
Denmart 

563, t00 Stavan Hall, Croughtpn. N HaMs 

SKATE ROCK (Buhfeto Bwa) 

326.300 Brian Hamblsy, Prescot, Mcr^aysicfa 
208,430 JUSHn Cole. Hudderslield W Yprks 
239.020 Saar Walker, (Ftijn^pfl), Australia 

SKY RUN NER (Cascade) 

$669,700 John Doyia. Kilm^rnoch. Ayrahwa 
$565,700 ParesJh SolanA>, Forest Gide. 

Land on 

$32 1 ,250 Stuart Scattergocd, DoesAda, Ciwyd 

SKOQL DAiE (Micromega) 

T2&.9 to Anthony pUMer (Pun&Oft), 

Mel bourne. Australia 

1 2D.780 Gordon Shearer. Rothes , Morayshire 
104.340 Scott Moore Fi*by, Hudderafiard 


SLAM DAL I. (Americana) 

7, 462, OS 0 Carleldri Shaw, London. N 10 
5.001,720 C Harbinson. Rumney, Cardiff 
5.504,070 Gavin Bumefl, W^thill, Inv^riasa 

SLAP FIGHT (Imagine) 

506.000 Mallhew Vivaash. Ctunnor, Chon 

423.850 Matties Lukinan, 13960 Wernidu, 
Sweden 

?14,$50 Gareth Williams , Swansea. W 
Glamorgan 

SPLIT PERSONALITIES iDomark] 

663,500 Keith |,Bnton. Halesowan, W Mids 

630. 400 Mrs L Hayden , tendon E 1 6 

670.200 Games Fisher, Chesterfield, 
Ddrbyshira 

STAR PAWS (Scftwara Prajecls] 

446,5 r 0 Shaun Gere , King's Lynn Nodalk 

441 . 1 *2 David Booth, RiDginqg, DsrbyS 
427 ,01 4 Justin A ! !on . Edgawane Midd* 

STARCLIAKE [Bubble B us) 

207,763 Nigel Freud, Godalrwig, Surrey 
207.140 Ove Kn-^cseu, 5033 Fylllriysdaku 
Norway 

273.067 Per Kiellender, Slcfiuhgsund, 
Sweeten 

SUPER CYCLE (US Gafd/lpyi] 

342,650 Bryan Chamberiain. htarwich, Norfolk 

328.850 Leigh O'Canneii, Muriurribaena. 
Austra a 

320,160 A Verhaeghe, BletChlay, Bucks 

SUPERSPRINT (US Goldli 

130,600 Glenn B=ack, Gainsficraugh, Lmca 

TENTH FRAME (USGbld/Acaesal 

AMATEUR 

M0 Slefan Atckarderssan, G^lebdfg, 

290 David Riddick, Ilkeston, Derby 
290 Le& Btam, Gueen^and, AusSrsJia 
PROFESSIONAL 

300 Stefan AlftKanberssgn. Gdtabnrg, 
Sweden 

233 N 01 I Taylor, Bracknell , Berks 
214 Gragme Dutch, Tilly drpne, Aberdeen 

TERRA CRESTApmagirwl 

405, 1'OO Michael Otirrejew, AdaiaiU'ti, Austral 
371,800 Rofted Hemphill. Pdrl Glasgow. 
Rarfrewahire 

561 ,700 Jufilwi Gregory, Longlon. Sloke-On- 
Tranl 

THING BOUNCES BACK (Qfemlld 
Graphics) 

1 ,800 .DCO Sieve Lae, Qgildiord, Surrey 
1 .649,973 M>Ck Kmaman, New MafdQr’, Surrey 

1 .330.1 OS Steve Bennett, Prestatyn , Ciwyd 

THRUST (Flrrtird) 

5,755,240 Robert froughlon, Keighley, W 
Yorks 

4.1 82,050 Arlo Swmsan, DarvcBEter. S Yprka 

THUNDERBOLT (Codemestars) 

546,290 Roderl Trm^ghton Ketghiey, WYerks 
164,450 Adie Gnffilha, CrowbQrdugh, E 
susses 

TOY BIZARRE (Aclhrisioti) 

223,426 J Q Olivar. Ipswidh, SuWofk 
144J0Q Sherii Sa-lfima, Cairo, Egypt 
102.9CO Julian Rignall, 2£AP : Tuvmbts 

TRAILBLAZEfl |Grem3ir Graphics) 

1 .206.219 Niel Rumbold, BpIlfrSforcf, Natte 

1 , 1 23,350 JflSOfl Cooper, Wedmesaury, W 
MidS 

1.120,040 Henry flewimson, Salisbury, Wilta 


UHIDIUM PLUS (Hew sen) 

478,025 NeviBe Lewis, Pori Talaoil, 5 Wales 
244,505 Michael Lykke.Viborg, Denmark 
231,090 Stephen Paget, Uckfibld. Sussex 

ViOtQ MEANIES (MaeteiirDnic) 

2&0.54T Stuart Scattergood, Clwyd, N Walee 

250,301 Michael Palmar . Maidstone. Kent 

135.159 Saar. MciMenamm, Cterketan, 
Glasgow 

VDIDRUNNER [MaitertfOfllcJ 

6,462,260 fiichard Hawkins,, Woking.. Surrey 
6,253,925 Grant BsrmisLar, Liulon SecSg, 
5,997,326 D Rice. Southgate London 

WARHAWK (Firebird) 

6,030,766 Justin Gregory, LongtOh, Stoke- 
Ori-Tranl 

B .200.526 Glann Haworth, Swallow, Urea 
4.459,704 Hamisti PaLel, Norllujll. Middlesan 

WEST BANK {Gremlin GrepWcsJ' 

306,760 Stephen Raggait. Waatboume fk, 
London 

21 0 ,000 Jon Cullen, Hillgate, SlOCkport 
T6C .750 Robert Jgggor, Br.ghouse, W Yorks 

WIZARD'S LAIR (Bubble Bus). 

242,645 Gad KeavehQy. Huddersfield:, W 
Yorks 

1 64. 1 40 Crflig Wills, Tauntrai, Sortterset 
152,735Steuen Meijcraft, Rayfeigh. Essflk 

WONDER BOY (Actlviaion) 

353.160 Jason Lengmaad. Vale, Guernsey 
347 ,4t 0 Adie Griffiths, CrawbOrough, E 
Sussex 

249.240 James Rughwedh, Shrewsh jy, 
SJhrppshir* 

XfUtOUS [US Gold) 

1,320.540 COtm Greenaway, BallySillan Pd 
Gulfasl 

024,300 Fintan Brady, V, 

412,940 MiHhdw Ward 


/-rum la, Ire 
. Bfflmtey. 


Ireland 
Kdrit 


YIE AR KUNG-FU (Imegbne} 

4. 1 04 .000 NchOtSS Leater, Dudley, W miEJS 

4.008.200 Barry Mills. Dttlny, Scotland 
3.554 ,600 Martin Dawson. C& Armagh, N 
Ireland 

Y(E AR KUNG-FU II (Imagine) 

283.300 C-tirl Adama, ToDling , Lund On 

103.300 lar. Couftel , . Lauds 

1 06, 1 00 Steven Sramfey. BrorrUfty, Kent 

Z (Rhino) 

701,250 Howard Clarka, Inverness. Scotland 
671,450 Jake E. West Brdmwich W Mrtfe 

570.200 Stephen Ros®. Ryd&, J£le ol Wight 

ZENJI (Firebirdf 

23.440 Julian Rignall, ZZARi Towers 

2 1, 375 Jaadn Chippendale, Hail Qreen W 

Mid$ 

1 9,460 Michaefl Brown, Nonhalknoa , N Yorka 

ZOiYX (Firebird) 

524,310 Rob Houaley, Themeemaud. London 
301 ,725 Ade Welter, Thamesmead, Lqnpcfl 
295,693 Paul Crupper,. WoklnghaAi!, Berks 

ZONE RANGER (Firebird) 

20.316 Marc Spence, MidtffetSh, Leeds 
14,650 Jonathan Wood, Edgewere, MKIds 
12,904 Mrs Sue McGuyem, LeighttmBuiiard 
BadJ 

ZYNAPS [Hew&en) 

190.440 Mark Andrews, NeliWtOI, W Midi 

162.300 Mike Thomas. Caerphilly. Wares 

147.000 Michael LySiSse, Vitnirg. Danmark 




Applications to the Score lord 
should be made on a postcard 
or the back of a sealed envelope, 
and entries which contain more 
than three high-scores will not be 
accepted. 



PART ONE 

Mel Croucher’s historic 
encyclopaedia of the people and 
events that changed the world of 
computing. Cartoons by Robin 


Evans. 



— one — 

PREHISTORIC MAN (homo neanderttmlis 

Alansugarum). Scholar and historians stilt insist that the 
world’s first astral computer' was Stonehenge Tbs is not 
true. Recent analysis of Stone Age cave paintings reveal 
that long ago visitors from outer space landed on Salisbury 
Ram to attend the Midsummer Free Festival Due to an 
error in the space-time continuum they arrived several 
thousand years too early, and their giant spacecraft was 
left parked ait what is row known as Stonehenge Ths was 
not a place of primitive worship, but a Druid's car part, and 
the great stones that we see today are nothing mors then 
a very big wheel clamp. 

— TWO — 

KINO TTJTENKHAMEn. The ardent Egyptians attempted 
to build portable computers near Thebes, because ol the 
abundance of silicon in the sand and to get one over on the 
Israelites. Hieroglyphics prove they worshipped the same 
computerised characters that we can recognise today, 
including cruddy little twCHnch tell stick-men supposed to 
represent real people. Tutankhamen's lap-tops were not a 
commercial success due to the fact that his Pyramids, as 
they were called, took 3.000 slaves and a herd of elephants 
to shift them. 

— THREE — 

NOAH. The first real Computer programmer was the Lord 
GooMnsghty, who invented the binary system. Che of His 
most promising pupils was an Israelite named Noah, whom 
He instructed to build a doubte-density data storage 
system called 'The Ark', and to fill rts memory banks with 
binary animals, two by two. Due to some very poor 
research, Noah flooded the market. And these are the 
programs of Noah; and Noah &egat a son whose name 
was Ptngpong, and Rngpcmg begat Invader, and Invader 
begat Pieman ar>d Pacman begat Frogger. and Frogger 
begat Donkeykong, and Oonkeykong begat Nin^a and 
Niflja went forth and multiplied until the face ol the Earth 
was covered with binding Ninjas and (here was a wailing 
and gnashing of teeth. And Id, and even lower, these are 
the generations of Noah. 





— F O U R — 

PLATO. The height of Uhe Greek ovifisation was achieved 
with toe invention of computerised take-away meals. The 
Ptete-crf’kebabs-man, better known as Plato, constructed 
a small wooden frame in which he fitted a senes of metal 
sxewers to hold lha cubes of kebab meat . bits of onion and 
slices of green peppers. He devised an automatic stock 
control system and cash register, whereby the remaining 
kebabs were shunted from one end of their rods to the 
other in strict mathematical order. This machine became 
known as the 'abacus' because of its inventor's disgusting 
habit of asking for a kiss with his mouth toll 

— FIVE — 

ARCHIMEDES. Everyone remembers Archimedes for his 
famous screw. This consisted of flogging overpriced 
products named after his nuts. These 'Acorns' were 
adopted by the Bureaucratic Blather Council of Greece, or 
BBC. in favour of the cheaper more powerful Sindariums. 
The name of Archimedes lives on today, but the great 
empire of the BBC was swept away by barbarians led by 
Ihe goddess Maria Whittakallmedotoesoff, 



— SIX — 

CLAVIUS SINCURIUM. After toe Roman Empire 
conquered the world (excepting certain parts of Ludlow, 
where civilisation rover happened), they had to think up a 
new way of counting all of their possessions. Up to toe 
period of history they used an idiotic combination of letters 
like l,V,X,D,L and M to represent numbers, wnieh was 
totally useless when it came to reading out toe football 
results, and downright insulting when the Emperor 
Cli-macticus was described as having achieved the age of 
DDL So they asked their wisest and shortest sage, Oavtos 
Sindarium, to invenl a more civilised system. Sirolanum 
hrt on toe idea of the d^ital compute*, in other words he 
invented counting on your fingers. At $ stroke, 
mathematics, philosophy end the glove industry was 
transformed throughout the known world (excepting 
Ludlow, etc} Sinclanum's miniaturised gloves used the 
‘decimal* system, which was coded in a language known 
as ‘ Basic'. Various combinations of fingers represented 
the following Basic codes: one extended thumb indicated 
Tan I have a lift on your chariot mate', one finger meant 'f 
am doing something private to my nostrils, two fingers 
translated as 'please go away’, three fingers stood for 
'bless you everyone, my name is the Pope', four fingers 
was ‘thizmuch whskyan jusalil drapol warrar\ and four 
fingers plus one thumb could mean either ‘how do you do’ 
or ' lend us a quid 1 or 1 hi there, I'm Benito Mussolini and this 
is my salute,' Sindarium was mate a Senator for his 
achievements, and he was rover heard of again. 

-SEVEN — 

SAINT PAUL Evidence ol computerised junk mail has 
been dated from as early as 66 AD. Fragments of toe Dead 
Sea Scrolls have recently been translated as pnmrtive 
attempts at dtact-merketing mail drops, word processed 
using the Apostle System known as 'Saint Paul', Atypical 
example mads, 'DEAR CORINTHIANS of 42B Zealot 
Avenue, you have been specialty selected to fake part in 


our groat new special offer of instant salvation, with a First 
Prise of an all expenses paid eternity m the f abulous holiday 
resort ol Heaven. Don't delay, CORINTHIANS, just send 
back the enclosed coupon, and one of our representatives 
will call round with a free introductory baptism, Or call 
FREEPRAY 0800 600, and hear a specialty recorded 
platitude.’ 

— EIGHT — 

ETH ELRED THE UNREADY. With the decline and fall Of 
the Roman Empire, hordes of vandals invaded the shores 
of Ancient Britain, looting, raping and pillaging, thereby 
inventing Club 18-30 holidays. Several British chieftains 
Iried to combat the invaders by shutting toe pubs early, 
and the celebrated King Arthur used an Ancient British 
Telecom Merlin system to ruin their communications, but 
it was Ethelred the Unready who finally defeated the enemy 
by announcing that all-formal versions of Star Trait would 
be available by Christmas 957 AD. The vandals died 
laughing. 

— NINE — 

VLAD THE IMPALER. in the Balkans, much progress was 
made in computer design, especially in the area of 
integrated cwcuit design, ergonomic keyboards, logical 
positivism and axiomatic propositional calculus. All that 
was missing was a supply of nine and a half volts of direct 
cun ent . Vlad the Impater organised an elaborate system of 
power generation using treadmills, powered by several 
thousand units of slave labour. Unfortunately Vlad 
remembered that he was a vandal, and looted, raped and 

K everyone in sight before anyone had time to plug 
>w@r unit. The harassing ol electricity was thereby 
delayed for several centuries, and the Dart Ages began, 



RICHARD THE LIGNHEART, Meanwhile back In England, 
the peasants were revolting one software consisted of hair 
shirts. In the absence of 'he Fafiklards, privatisation of the 
Black Death or delivery of St& Trek by toe year 1187, 
Richard toe Lionbeart decided to invent the Crusades. It 
seems that the sons of Allah had gotten way ahead in 
digital computers, and their salesmen had already 
monopolised the Holy Land , halt ol Spain and certain parts 
ol Ludlow, so huge amnios were raised, lowered and 
catapulted across the Channel towards Jerusalem, The 
first Crusade was a disaster, with toe hapless Christians 
armed only with Sindarium Basic, whereas toe Arabs were 
equipped with the latest Machine Code versions of the 
abacus. This was due to toe severe punishments doted out 
under Islamic law tor toe crimes of using Basie and looking 
up men's skirts. The former resulted in the cutting off of 
one hand, the latter resumed in toe plucking out of one eye, 
Never a culture to waste its resources, toe Arabs had the 
most advanced computers in the world consisting of serial 
interfaces of severed hands and skewered eyes. Thus was 
the video digitiser invented. 

— ELEVEN — 

BLON DIN, Who has rot marvelled at the faithful minstrel 
Blondin, wandering hither and thither, high and low or 
unable to score at all, in search of his master Richard the 
Uonheattf But how many people are aware that he made 
his fabled journey of loyalty all toe way from Mapping to 
Constantinople on a bicycle, ft was during this agonising 
trip (the pneumatic tyre and toe bicycle saddle were not 
invented until the nineteenth century! that Blondin teamed 
from toe simple rtoaManls of the Kingdom of Anorexia 
something that we all take for granted today. This revela- 
tion was that the first ever computer used by mankind, 
womankind, and people like Bonnie Langford was toe 
Moon! How obvious it seems in hindsight -But it was not 
until Blondin the cycling minstrel brought the rows back to 
the Western world that we understood toe vittf importance 
of the Moon 's 26-day monthly phase; tiro reason that there 
is a rush for razor btedes once a month when werewolves 
need to shave then pains, the caraM timing of when your 
paycheques fail to equal the amount demanded by 
Access, and toe irritability of fertie women . This phenome- 
non is now known as the Minstrel Cycle. 
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— TWELVE — 

GAULLEQ, Th& mews o+the Moon being the only working 
oamputer available in Ctinstendcm was rushed to the Val- 
■can. and the Holy Father got his top scientists on the job. 
The Bishop erf Ireland decreed thal hi& flock must get to the 
moon in order to decode it, bul ttiey ran out of scattolding, 
Tne King Of France ha/oessed several million frogs, 
together, bul failed In his attempt to jump aboard the 
spacecraft. Thus it was left to a local boffin named Gaslilteo 
In bring the Moon to Earth. He managed this by inventing 
the telescope, ami was able to copy out all of the coded 
program that was visible. The computer press wed about 
rhi$ incredible achievement and from that day to this, 
everyone involved wrth computer programming fas been 
offic#ily recognised as a raving loony. 

-THIRTEEN- 

WILLIAM SHAKESPEARE. Britain can be rightly proud of 
William Shakespeare., who wrote most of his limericks 
using the First ever word processor. This was a mature 
male goat, of Spanish extraction, named Loco-script, 
which roughly translated means 'my freelance writers ere 
insane.' Shakespeare wou^d sit at his roughly-hewn 
esertoire, pacing the goat's hindquarters near his face, 
having first ensured lhat the goat had access to a great pile 
of dictionaries, manuscripts and newspapers of the day. 
Loro-script would then eat the words and process them 
via its Ram- pack.. AM Shakespeare had to do was to rear- 
range the droppings into well known phrases, sayings, 
poems and plays, Many of these classics are recognised 
as the world's greatest ever word-processed drama, and 
we tend to forget some of the original titles such as Two 
Gentlemen Of. Angers, The Taming Of The Go$t, Ram And 
Me f. The Merry Nannies Of Windsor, and A Midsummer 



SIR ISAAC NEWTON, The famous physicist and 
mathematician Isaac Newton was sitting under a tree one 
T uesday evening in 1 697 , waiting for gravity to be invented 
Up until this lime there was no such ihing as gravity, and 
nobody took a blind bit of notice ii piles of fruit suddenly 
hosted off into space, or the Family cat went for a walk on 
tne cei ling. The story of an Apple computer falling on New- 
ton's head is weli documented, but he found it totally use- 
less because of the QWERTY keyboard In 1697 people 
still foought (he alphabet ran ABCDEF, 

— FIFTEEN — 

OR EDWARD JEN HER The great reap forward to digital 
computing took place in the Eighteenth Century, while 
Jenner was seeking a cure for smallpox He was sitting 
under -a cow, doing Isaac Newton imitations and rdly caf- 
cu atmg on a primitive rubber glove when he ran out of 
lingers to count on, With a flash of genius, Jenner began 
cconling on the cow's udder. Thus was add-on memory 
invented. , — _ 



-SIXTEEN — 

THOMAS EDISON, Exactly one hundred years ago, in 
1872. Thomas Alvar Edison was haded as the Electric 
Lights Word. This annoyed Mrs Edison very much, espe- 
cially when computer journalists came up and started flick- 
ing ner about the ch&st, under foe impression that she was 
the Electric Lights Witch, jlhisjoke is the copyright of Robin 
Evans, butwhallhehetl: he's getting paid for trie cartoons). 
Tuesday evening, after tea and compulsory prayers, 
Thomas called Mrs Edison into his laboratory to witness 
the first practical demonstration of his etectnca! modem 
What a moment that must have been. Edison, nervous, 
sweating, chopped herring and Iasi night's cocaine all 
down his waistcoat, picking up that light bulb, connecting 


the red cable to the positive termi rial of his accumulator the 
black cable to the negative terminal of hrs accumulator 
forowmg foe little lever marked 'lever' and closing his eyres 
in anticipation. Then he raises the light bulb to his ear end 
says, "Hello?’ 

— SEVENTEEN — 

IGOR STRAVINSKY. At the beginning of foe Twentieth 
Century, the great Russian romposer Stravinsky wrote the 
first computer musical comedy. He called it 77* Firebird 
and by foe 1980s Freb<rd had evolved from comedy to 
farce. As electronic synthesizers were somewhat primitive 
•n 1913, Stravinsky used clockwork, driven by asanas of 
right-handed springs. His famous Right Of Spring caused 
a sensation, not equalled since Richard Wagner wrote the 
Ring Cycle , which as we all know was a forerunner of the 
bike bell on the Sinclair 05. 

— EIGHTEEN — 

ALBERT El NSTEl N. Probably the greatest th inker of mod- 
ern times, Albert Eastern cracked the greatest computing 
problem ever with his simple equation E-MC*. (Editorial 
control is onry half as effective as Mel Croucher's lunchtime 
dunking.) Today, ore of the world's finest micros is named 
after him, although why anyone would want to call a com- 
puter' Albert’ beats me. 



— NINETEEN — 

WALT DISNEY, in t929.. the first ever software house was 
founded by the American enirepeneurWatt Disney, when 
he created' his 'Mickey Mouse Outfit’. This underaged, 
ingenuous, squeaky j itiie rodent was to become the model 
for all future successful software houses, the names 
Automata, CRLand Code Masters spring to mind, and we 
can be assured that the Mickey Mouse Outfit wilt never die. 

— TWENTY — 

BENITO MUSSOLINI, One of the earliest Mickey Mouse 
Outfits was Mussolini's Fascist parly, which took control 
of Italy. Mussclint, whD was known as ft Duce „ which is 
Italian for J what a sweetie’ . warned to get back to the great 
days of computing in the Roman Empire, and was a fol- 
lower ol the Smdariurn digital system. Due to a typographi- 
cal error, tie foiled to invent the digital computer, but suc- 
ceeded in perfecting the digital commuter by getting the 
trams to run on time. 

—TWENTY 
ONE — 

SIR ALEXANDER FLEMING. Those were dark days in 
Bntam, The General Strike, the Great Depression, looming 
War in Europe, the birth of Benny Hill, and the terrible 
smogs and flu epidemics that decimated our population. 
On foe computing front, the only bright spat on the horizon 
was the discovery of a (bogus grow ing on a slice ol Hovis, 
by Sir Alexander Fleming, the Scottish principal accordion 
player wrth the Jimrni Shand Experience. Hedging Ns bets 
between Adolf Hitler’s Nazis and Joe Stalin's Communists, 
he recorded HeUJoe in 1 939 on foe same day that he found 
a use for his new wondedrug. White playing a gig at The 
Old Vic, Sir Alexander Fleming revised that If you shoved 
20 grammes of his invention up your nose, it would cure 
influenza by killing the user with frustration. That is why he 
called it the VIC-20. Today menthol addicts can still pur- 
chase the stuff m disgusting phallic containers, under the 
brand name 'Vie', conclusively proving that Sinclanum 
Basic and nose picking are still one of the same thing. You 
have been warned 


— TWENTY 
TWO — 

NEVILLE CHAMBERLAIN, In 193E1, the Prime M^ii^terof 
Great Bntam, Neville Chambehain. flew to Munch ic sign 
a peace treaty wth foe German strategy games whotesater 
Adolf Hitler, Chamberlain was a bu of an o r -tirx-in -foe- 
mud. and he refused to use a r^ncem calculator ^ WQrk 
out the riej! preferring to rely on Ns abacus. The treaty 
was a disaster, mainly because his abacus was made out 
of two short planks, several crossed wwes and a load of 
bails. 



-TWENTY 

THREE- 

W1LUAM RANDOLPH HEARS!, It is not generally known 
that it was the American newspaper tycoon William Ran- 
dolph Heami 'wno first name up with the idea of leisure 
software, In 1939 opened foe first Playboy Qua for 
retired Naval Officers. Much interfacing took place, and 
foe most famous Playboy Bunnv became notorious as foe 
Commodore Pel. 

—TWENTY 
FOUR — 

PEARL HARBOUR. During the ^Os heyday of Hol- 
lywood, all American leading ladies were played bv robots 
in blonde wigs, m memory ol the computing pioneer Blon- 
d'm. TNs is why foay always smiled bul never took their 
clothes off. In 194? the Japanese infiltrated the American 
robot cinema industry by creating their own leading lady. 
Pearl Harbour, who went down a bomb. Lulling foe world 
in a false sense of security by losing World War H, foe 
Japanese successfully invaded foe ptanel (except certain 
parts of Ludlowf, and today ffiMartupe Third Generation spy 
rebels are in every household, going by foe name of Bar 
bie, Cindy and My Little Pony 
Well folks, rt is Christmas after 30 , and Julian oniv gavs 
me a week's notice to try and efltertein you. The men and 
women who developed computing have all been half way 
round the bend, somewhere between creative genius arm 
the toilet bowl, I should know, as Computing Great Num- 
bers TWENTY-SIX to ONE HUNDRED will wove that I 
invented entertainment software single handed. Until then, 

I wi-l leave you with Number Twenty-five, foe Inventor of 
foe Digital Computer Your only problem is that it reads like 
fiction. Happy Chn^tmas everyone, and a peaceful New 
Year. 

—TWENTY 

FIVE- 

ALAN TURING, The digital computer was invented >n 
1949, by an Englishman named Alan Turing, who was 
working at Manchester University. Turing was a genius. In 
1944 he cracked the Nazi's Enigma Code, which red to foe 
Allied victory over Hitler's forces, end for trial alone ha 
should have become a hero. This was not to be In Peter 
Wright's notonous Spy Catcher, Turing's career is spot- 
lighted, with emphases on h»$ friendship with anti-fascists, 
and homosexuals 'ike Sir Anthony B^uni, as well as his 
work wrth Alistair Watson, who was head of one of the 
most secret and vital sections of the entire NATO offence i 
set up. But he has been scrubbed from the hrstory books 
for being a "convicted homosexual’. Evidence of his 
’crime' was found when foe British Secret Police burgled 
his home, and Turing was carted off lor a ‘cure* with hor- 
mone treatment. After a year or so, his spirt had been 
broken and he had begun to grow breasts. Alan Tunng 
committed suiCKfe In 1954, he was 42 years old. 
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I t 1 * not very often l T m stunned 
by a game, but Cosmic 
Causeway is a pleasant excap- 
tion. Or) seeing it for the first 
time, my immediate feelings 
were of disbelief; 'The 64 can't 
do that, , , can it?’ The playing 
'area' {how do you describe 
infinity) Is just incredible - 
smooth, very fast and totally 
convincing. Not only is the 
game a joy to behold, it's also 
incredibly playable. The 
designer has done a great job, 
with levels that are iust com- 
pletable. It reminds me of 
Buggy Boy in that sense, as you 
cruise over the line with one or 
two seconds to spare I The 
level of difficulty is also graded 
well, so later sections are 
difficult, but still provide a 
challenge, rather than appear- 
ing unattainable- Cosmic 
Causeway could wail lose its 
appeal after a few weeks, but 
until that time it T s got to be the 
computer experience of the 
year. 


COSMIC CAUSEWAY 


Gremlin Graphics, £9.99 cass» £14.99 disk, joystick or keys 

•Stunning 3D racing action across infinite landscapes In space 


W hen Tr&iitriazef 

appeared, it was hailed 
as one of the best race 
games, ever. Now Gremlin have 
released its sequel, which boasts 
seme major alterations. 

Cosmic Causeway is basically a 
race against the clock, set over a 
24-level landscape. The player 
attempts to steer a rolling ball 
across a rapidly scrolling 
chequered landscape, jumping 
hazards, and accelerating or brak- 
ing as conditions dictate. All mis- 
takes are paid for in terms of time, 
with an unlimited number of balls 
being supplied. 

The action ts depicted i n true 3D , 
and the landscape scrolls uncter 
the bail and to left or right as the 
player steers. As progress is made 
along the causeway, different col- 
oured squares are encountered, 
all of which have individual effects 
or the ball , 

The 24 levels are divided into six 
sections, each with four levels. At 
the end of each section lies a flying 
dragon, who launches fireballs 
when the player draws near. These 
knock the ball out of play tor a few 
seconds if they aren’i avoided. To 
pass, the dragon must be 
destroyed by repeated blasting. 
The player is temporarily endowed 
with firing abilities to achieve this. 
Other obstacles appear on the 


landscape, and are shot or 
avoided, as prescribed by the 
action. Trees and aliens are 
encountered, plus walls which 
block the course and only have 
One opening through which lo 
pass. 

At the end of every level, any 
lime remaining is added onto the 
allotted time for the next, and con- 
verted into bonus points. At the 
end of a section only the numerical 
bonus Is awarded, a new timer 
starting thereafter. 

Between levels, the player also 
has the opportunity to activate 
icons, using glowing credits 
picked up along the course, These 
endow the player with a wide vari- 
ety of abilities , 


1||/ hen 1 first saw Cosmic Causeway, f nearly fell off my chair 
f ■ - St's incredible! It's a sort of cross between Space Harrier 
and Trailblazer, but is far, far better than both. The graphical 
affect is utterly amazing, and the ground's speed gives an 
incredible feeling of exhilaration. On later levels, when there 
are oncoming hazards to avoid, the going gets particularly 
hairy, and blasting the giant dragon is very satisfying. Cosmic 
Causeway Isn't just pretty - it plays like a dream. The gameplay 
is extremely well balanced, and you always seem to progress 
•just a little bit further with every game - consequently ft's 
difficult to put the joystick down. The credits idea is a good one, 
forcing the player to plan ahead so that obstacles can be 
avoided and levels negotiated. Cosmic Causeway is thoroughly 
enjoyable, and should appeal to racing and shooting 
enthusiasts alike. 


PRESENTATION 88% 

Simple, but user-friendly layout. 

GRAPHICS 95% 

Truly stunning, fast 3D graphics. 

SOUND 85% 

Impressive sound effects, and a 
good soundtrack runs through- 
out. 

HOOKABILITY 94% 

Very easy to start playing. 

LAST ABILITY 85% 

The levels start getting hard at 
around the fifth, so reaching the 
24th should be tricky to say the 
least. 

OVERALL 93% 

A technically superb game that's 
both visually impressive and fun 
to play. 
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player's attempts at stunt work on 
a freestyle ramp - a targe U- 
shaped construction made from 
steel and wood. 

The player starts al the top of 
the left side of the ramp and once 
launched, has ten complete 
passes to score as many points as 
possible by performing tricks and 
stunts. Stunts can be mixed 
tog-ether, and the more difficult the 
manoeuvre, the higher the bonus 
points awarded, those available 
include kickturns, rock VV roll, 
footplant, rail slide, hand plant, 
aerial, and ollie air 

The next event - the h ig h jump - 
also uses the ram p , bu t rel ies more 
on power than dexterity to achieve 
a good score. Speed is generated 
by rapidly moving the joystick from 
side to side, and the player has five 
complete passes to achieve the 
greatest height, If the player con- 
siders that he has reached his 
peak early, he can mark the point, 
by pressing the fire button, and 
putt the event. 

Leaving the high jump, the 
skateboarder’s next port of call is 
the downhill race, in which he 
speeds through a parkway, dodg- 
ing hazards by jumping, spanning, 
ducking and slide turning down 
the vertically scrolling course. 
Control may be switched between 
‘regular' and 'goofy' -the former 
relating to control with respect to 
the landscape, and the latter with 
respect to the board itself. 

The fourth event is another verti- 
cally scrolling downhill, this time 
involving a l jam' through town, 
The player skates head-to-head 
against either a human or com- 
puter controlled opponent. The 
course is set within an urban envi- 
ronment, having dozens of poten- 
tially lethal hazards - hence the 
name of the game . 

There are 


Electronic Arts, £9.99 cass, £14,99 disk, joystick only 

•Superb skateboard action in Electronic Arts' Sizzling simulation 


T he current skateboard revi- 
val has prompted the 
release of several skating 
programs, with the latest addition 
being Electronic Arts' un usual- 
sounding Skate or Die. 

In this simulation, the player 
practices or competes in five dif- 
ferent events against up to seven 
Other friends, or one of three com- 
puter opponents. 


The action begins in the skate 
shop, where the player is given the 
choice of signing in, choosing Ns 
board colour, and practising or 
competing in events. Selections 
are made by directing a small 
‘Skate or Die' 1 icon around the 
screen and pressing the fire over 
the desired option. 

The player enters events by 
leaving the skate shop, where- 


upon an aerial view of the town 
square is shown, with labelled 
roads heading oH in different 
directions. Five roads lead to indi- 
vidual events, and the sixth takes 
the player to each in turn. Selec- 
tions are made by simply guiding 
the skateboarder to the desired 
road, at which point the event is 
separately loaded, 
the first event features the 


three types of 
punches and kicks at the players' 
disposal, which are used to gain 
points by damaging both the sur- 
rounding area and the opposition. 
Over-enthusiastic combatants 
who fall to watch the course, how- 
ever, are rewarded by a variety of 
nasty comeuppances, not least of 
which is being reduced to chips 
via a chicken- wire fence] 
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T he animation on Skate or 
Die is amazing! Whan I say 
that just skating normally, the 
figure rotates through SIX- 
TEE M different positions, 

you'll start to get some idea of 
the graphic quality, in some 
events, such as ramp frees- 
tyle, there are over 200 frames! 
On top of that, there are beaut- 
ifully detailed backgrounds 
with marvellous use of colour. 
8ut, not happy with assaulting 
the visual senses. Electronic 
Arts have put in a title tune thai 
wit! not only blow your mind, 
but take it out and mall it to 
another pla net. Should you sti II 
not be satisfied, there's the 
gemeplay, which is absolutely 
fabulous. This should meet the 
demands of the moat pedantic 
skate freaks, and basically, 11 
you're at all into thrashing a 
board, this is as close a$ you'll , 
j got on a 64, short of bolting rol- 
1 lerskatesto the case. 


PRESENTATION 90% 

Flawless in -game presentation, 
with blissfully simple icon driven 
commands, and excellent board 
control in all events, Let down, to 
a degree, by the painfully slow 
loader. 

GRAPHICS 98% 

Animation as smooth as silk, and 
generally stunning graphics 
throughout. 

SOUND 97% 

Tremendous title tune, with 
soundtracks of varying quality 
for the Individual events. 

HOOK ABILITY 92% 

Easy enough to pick up and play 
- but proficiency takes practice 

LAST ABILITY 88% 

There's always some small 
tweak to be made to your perfor- 
mance, and the computer oppo- 
nents take some beating. 

OVERALL 92% 

Without doubt a brilliant sports 
simulation, falling short of a 
higher accolade due solely to the 
annoyingly slow loading system. 


C ommodore owners are completely spoilt for choice this 
Christmas, with heaps of quality software around. At the 
forefront comes Skate or Die, a program that has obviously had 
a large amount of attention lavished upon it. If graphics alone 
could sell a game, EGA would be running out of tapes and 
disks. Skate or Die has some of the moat realistic animation and 
believable backdrops I've ever encountered on a 64. The down- 
hill race through the park is a visual treat - it’s practically like 
watching a film, such is the attention to detail and smoothness 
of the action. The title music la also superb, although some of 
the individual game tunes are a little lacking. Aesthetics apart, 
each game is very addictive and has a variety of playing styles, 
which should endear it to a wide audience. The single drawback 
is the interminable multiload, which tends to induce “between 
game boredom 1 Still, a single load couldn't hope to compete 
with the package on offer here, and quality always comes at a 
cost. 


kale or Die has been a long 
time coming, but it has 
definitely been worth the wait. 
The events are very varied , end 
each one is accompanied by 
some absolutely stunning 
graphics. Realism is at a pre- 
mium, and the sprites and 
backdrops ere amongst the 
most lifelike ever seen on a 
Commodore - the detail Is 
incredible. I must confess to 
finding the joystick waggling 
high jump very limited, but the 
rest of the events have plenty 
of depth and oodles of playa- 
bility. Both the freestyle and 
downhill race are very enjoy- 
able, and each should take a 
long time to master - there are 
some great hidden bonuses 
which only (he most proficient 
of skaters could ever hope to ! 
find, A special mention has to 
go to the amazing Rob Hub- ' 
bard title tune, complete with 
sampled guitar and organ - 
surety his best yet! Skate or 
Die's only bugbear is its mul- 
tiload system - It's simitar in 
structure to the Games style, 
but unfortunately the loading 
speed Is very slow indeed, and 
it can become quite frustrating 
waiting for your favourite 
event to load. This aside. Skate 
or Die is an extremely polished 
and playable sports game that 
should definitely be looked up. 


The final event Is the pool joust, 
where two players skate around an 
empty swimming pool, taking to 
knock each other off their boards 
using a 'bolting stick’. Each player 
has five 'passes’ round the pool 
with the padded bar, and the first 
one to have felled the other player 
Shree times is deemed the winner. 
The contest must be won by at 
least two clear hits, so at two-all, 
the skaters enters tie- break, In the 
absence of a human opponent, the 
player does battle against one of 
three computer-controlled skat- 

are 


IT w fw 'Tv^l Uo cl 1 3 

proper competition, overall points 
are given for each event: five for a 
win, three for second place, and 
one for third. The overall winner is 
the skater with the highest total at 
the end of the final event. 
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INSPECTOR 


Cf * 1 i 


Melbourne House, £8,95 cass, £14.95 disk, joystick 
or keys 


I nspector Gadget has been sent 
to investigate the strange hap- 
penings at the International Cir- 
cus. These are believed to be the 
work of the subversive organisa- 
tion MAD. Gadget arrives at the 
circus, and is promptly knocked 
unconscious. Later he wakes to 
find that all his gizmos have been 
stolen, and his assistant kidnap- 
ped . . . 

The player enters the action at 
this point, and is required to find 
the stolen equipment. Penny the 
assistant, and alt the MAD agents 
within a fifteen minute time limit, 
Gadget moves around the flick 
screen circus, and searches 
objects by touching them. Occa- 
sionally he finds one of his 
gadgets, which is automatically 
added to his inventory. 

Hazards to avoid include circus 
creatures and disguised MAD 
agents, whose touch stuns 
Gadget for 30 seconds. When the 
Inspector finds his binoculars and 
arms, he can detect and capture 
She disguised MAD agents. Should 
all six hidden agents be collected, 
he can rescue Penny and com- 
plete the mission. 



Melbourne 
House have been 
guilty of various 
crimes against 
computer gam- 
ing i n the past* but with inspec- 
tor Gadget ttiey've surpassed 
even themselves. The poten- 
tial held by the character is 
enormous, but Melbourne 
have destroyed it completely, 
using the Inspector es the 
catalyst for an unprofessional 
and utterly inept 'search and 
collect 1 game. The sound and 
graphics are poor, but 
adequate. It's with the game 
design that the real problems 
lie. Collision detection is at 
fault, and the Inspector can 
often walk 'through' walls, yet 
get hit by characters that are 
seemingly half a screen away. 
The mission is completed with 
ease, and therefore offers a 
very limited challenge. 
Playtesting is obviously a dirty 
word at Melbourne House. 



SKY TWICE 


American Action, £9.95 cass, £14.95 disk, joystick 
or keys 


F arout in space, evil fortes have 
invaded the third planet of 
Zetia Kenntaury T aking the 
roieofa Sky Twice agent, the player 



Initial hopes of 
American 
Action's latest 
effort are raised 
by the impressive 
digitised loading screen. Life 
is nothing if not capricious 
however, and the game that 
follows is enough to make the 
most hardened G4 c o mbat vet- 
eran wince in despair. The 
jumping action is totally 
dependent on finding a 
diagonal, and horizontal 
motion is limited to three quar- 
ters of the screen - jumping 
near the right hand edge 
causes your character to 'hit' 
the scrolling, and usually fall 
into a hole! if you do happen to 
like this type of game . . . you 
have my eympathfee. 


attempts to recapture the planet 
by battling his way across a hori- 
zontally scrolling landscape. 

Eight different stages are 
negotiated, with natural hazards 
and alien species hampering prog- 
ress. Radioactive puddles are 
leaped across, and creatures 

► An hept Sky Twice agent 
leaps to avoid the aliens 


What tricks floes Inspector 
Gadget have up Ns sleeve? 



The poor 

graphics strike 
you the Instant 
play starts, and 
most sprites have 
only two or three fra mes of ani- 
mation. Then, the awful game 
design hits you. Infuriating 
things continually happen, 
such as entering a room and 
being stunned by a creature 
you didn’t even have time to 
see, let alone avoid. The room 
is displayed fur a split second, 
which means you often don’t 
even realise you've been hit - 
unless you’re watching very 
closely. The mission takes to 
or three goes to solve, and 
there's absolutely no chal- 
lenge thereafter. 


PRESENTATION 29% 

Joystick or keyboard control, but 
the instructions are pathetic* 

GRAPHICS 31% 

Very poor animation, and basac 
backdrops., 

SOUND 63% 

Some catchy tunes play 
throughout. 

HOOKASILITY 23% 

Straightforward action, bul 
many aspects instantly annoy. 

LAST ABILITY 9% 

Amazingly easy to solve, and 
therefore lasting appeal is 
severely lacking. 

OVERALL 9% 

A feebfe attempt at a potentially 
interesting licence. 



I can’t under- 
stand why Amer- 
ican Action have 
bothered to 
release Sky Twice 
- it’s absolutely dire. Precise 
jumps are required to 
negotiate landscape hazards, 
and since the control method 
Is clumsy and unwieldy, it 
makes the action unbearably 
frustrating. Thera's little to do 
other then jump holes and 
shoot the occasional sprite. 



blasted or avoided as necessary. 
Gontact with either hazard 
reduces the agent’s energy, sig- 
nified by the removal of a section 
from his energy bar, and the mis- 
sion Is restarted from the begin- 
ning of that particular stage. 


PRESENTATION 41% 

Decent loading screen, but mini- 
mal instructions, and no options. 

GRAPHICS 34% 

Landscapes, objects and sprites 
have all been treated with equal 
graphic contempt 

SOUND 47% 

Mediocre title tune, with a dron- 
ing and repetitive in-game 
soundtrack., 

HOOKABILFTY 15% 

The incredibly frustrating 
gameplsy is instantly annoying. 

LASTABJLITY 8% 

There are eight very difficult 
levels to negotiate .but the 
gameplay is unrewarding and 
tedious to an extreme. 

OVERALL 7% 

A loathsome and ridiculously 
overpriced game 
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I suppose Basil 
the Great Mouse 
Detective is aimed 
at an age group to 
match that of the 
film. In considering this. I find 
the game to toe none too easy: 
Basil Is incessantly 'attacked* 
by Ratlgan's men (mice?) and 
his energy is constantly 
drained. There's no way to 
avoid his adversaries if you 
want to examine nearby 
objects, and unless many 
mousetraps are found, death 
is not far away. The graphics 
are very good, and the game is 
pretty massive, but rather 
inappropriate for youngsters I 


BASIL THE GREAT 
MOUSE DETECTIVE 

Gremlin Graphics, £9:99 case, 

£14.99 disk. Joystick only 


T he latest Microprose simula- 
tion lets the player join the 
Airborne Rangers and par- 
take in military activities behind 
enemy lines. There are twelve dif- 
ferent scenarios, ranging from 
destroying an enemy radar instal- 
lation, through stealing a code 


book, to cutting a gas pipeline. 

The action begins with a verti- 
cally scrolling screen, where the 
player flies behind enemy lines. 
Supplies are dropped, and the 
player bails out. 

Having landed safely, the action 
begins. The ranger Is directed 


► Suppl ies dropped , the Airborne Ranger prepares to bail out 


There's nothing 
original about a 
platform arcade 
adventure, but 
this is a pretty 
good example of the genre. 
The graphics are very pretty 
and nicely animated, and the 
game is delightfully simple to 
play, with three large levels to 
explore. Unfortunately, the 
action is very repetitive, with 
many of the rooms looking 
similar. Although this has been 
designed to appeal to a 
younger market, the Quality Is 
not sub-standard, as so many 
conversion deals for 'kiddie 9 
characters are. Check this out 
if you like arcade adventures, 
but don’t expect anything 
especially innovative, 


The plot for this adventure is 
based around the kidnapping of 
Basil's chubby assistant, Dr Daw- 
son, by the evil Professor Ratigan. 


I n a rare agreement. Gremlin 
have acquired the official 
licence for a computer game 
version of Walt Disney's Basil The 
Great Mouse Detective . 


AIRBORNE 

RANGER 

Mtcroprose, £14,99 cass, £19.99 disk, 
joystick and keys 



Basil sets out to rescue his friend 
by collecting clues from three 
scenarios, and has only twelve 
game hours to complete his task. 


The player directs Basil left and 
nght through a series of platform 
screens, and enters the letter- 
boxes of surrounding houses, to 


across the multi-directionariy 
scrolling landscape, and warks, 
Crawls or runs where appropriate. 
The action zon es can be set in arc- 
tic, desert or temperate climates, 
but are always riddled with 
minefields, enemy bunkers, sol- 
diers and trenches. The ranger 
heads far a specific point on the 
map. such as a weapons dump, or 
a PGW camp, carries out his task, 
and makes his way to the pick up 

s! J [ If you've ever 
wanted to 

K 'll become Rambo - 
ft M here's trie chance 
youVe been wait- 
ing for. Airborne Ranger is like a 
souped-up Commando, and 
gives the player the opportu- 
nity to wage a one-man war, 
causing chaos, destruction 
and slaughter to an anonym- 
ous enemy, I like the way that 
a Ranger is saved, so that he 
ean be used over and over 
again until he either retires, or 
is killed in action. Neither the 
graphics or sound are particu- 
larly outstanding, but the 
ga map Jay has plenty of depth, 
and there are many subtle 
touches that are only disco-: 
vered after hours of play. The 
big drawback is the ludicr* 
Ousfy high price tag - if Air- 
borne Ranger was a tenner, I'd 
recommend it 



► Just blow up that plane 
and we can all go home 
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enter different areas of the level. 

The most important aspect is 
the examination of objects. This is 
done by pressing the space bar, 
causing anything of interest to be 
shown in the magnifying glass at 
the bottom of the display. The 
main items of note are clues, five 
of which are found in each level to 
advance to the next. Basil holds 
up to five objects in his pockets at 
any one time, and uses his mag- 



The graphic art- 
ists have done an 
excellent job, and 
the sprites have a 
lovely cartoon 
quality about them. However, I 
think that they’re letdown a Iff- 
tie by the actual game - which 
is nothing more than a plat- 
form arcade adventure. This is 
by no means a Bad Thing, but I 
find it sad that the designers 
haven’t produced something 
mere original for such a great 
licence. The going Is tough 
from the start, but with a little 
mapping, the playing area 
soon becomes familiar, and 
adversaries are dodged with 
relative ease. Basil has plenty 
of challenge on offer, and 
should appeal to ardent 
arcade adventurers. 


nifying glass to identify which of 
these clues are false. Once he has 
all five correct clues in his pockets, 
he uses his glass to direct him to 
the level's exit, 

Basil's energy is depleted when 
he's touched by Ratigan’s hen- 
chmen, who patrol every screen. 
Should his energy run out com- 
pletely, he becomes inanimate 
and the ad venture ends. 


presentation 77 % 

Few options, but pleasant 
screen layout and Instructions. 

GRAPHICS 83% 

Effective, colourful screens with 
smart, well animated sprites. 

SOUND 62% 

A tuneful melody plays on the 
title screen, but the sound 
effects are paltry. 

HOOKABILITY 68% 

The familiar platform format isn 't 
too appealing, but is 
immediately playable. 

LAST ABILITY 73% 

Despite its simplicity, the game 
is massive, tough, and throws 
down a strong challenge. 

OVERALL 77% 

A very good platform game, 
which is possibly too difficult for 
its designated market. 


point, where a helicopter arrives to 
take him home, Every mission has 
a tune limit, and the ranger is able 
to sustain three senous wounds 
before dying. 

The hero has a limited supply of 
five weapons: a rifle, knife, gre- 
nades, time bombs and an anti- 



Microprose has 
again produced a 
game with 

enough arcade 
action to keep 
trigger-happy players blasting 
till the cows come home, and 
plenty of strategy for the map- 
and-dividers squad. One of the 
good points is that missions 
aren't simply soldier killing 
exercises, but often have 
orders NOT to shoot anybody 
until near the target area, so as 
net to alert the enemy to your 
presence. The game also 
instills a tendency to take 
mote care of your character 
than in many combat games, 
as the same one is taken 
through many scenarios. The 
main criticism i have is that in 
the long run, scenarios 
become repetitive. The other 
flaw is the ludicrous overpric- 
ing - twenty pounds on disk, 
and fifteen on tape is really 
going over the top, and makes 
the game poor value for 
money- 


tank missile launcher. He also has 
medical kits, which are used to 
heal injuries. Extra supplies are 
picked up If the supply pods drop- 
ped at the beginning of the mission 
are located. 

Successful rangers are awarded 
points, based on the efficiency of 
their operation, and are saved to 
disk or tape far future missions. 


PRESENTATION 95% 

Excellent presentation through- 
out. Bnllianl instruction manual, 
and there’s even a keyboard 
overlay. 

GRAPHICS 72% 

Reasonably well animated 
sprites, but the backdrops are 
very bland. 

SOUND 52% 

Ho music, but good use of 
effects during the missions. 

HOOKABILITY 76% 

The missions are Straightfor- 
ward , but con l rols c a n’be d an n t - 
ing, even with the keyboard 
overlay 

INSTABILITY 81% 

A dozen missions, all with multi- 
ple difficulty levels provide 
plenty of lasting appeal, 

OVERALL 73% 

Lots of action and some real- 
time strategy - but ludicrously 
over-priced. 


MEAN STREAK 

Mirrorsoftp £3.95 cess, £12.95 disk, joystick or keys 


■ In the £3rd century, technology 
has advanced so far that society 
has become a decadent com- 
puter-dependent mass. People 
have no need to venture out of 
their homes, and all transport is 
achieved by teleport. 

A group called the Rebels are 
determined to maintain the tradi- 
tions of the Old Ways, an d partake 
in the dangerous activity of racing 
on the Battietrack - the aban- 
doned M25 motorway. 

The player is a Rebel, and rides 
a turbo-charged bike in an attempt 
to complete a whole circuit of the 
diagonally scroll ing Battietrack. 

Along the motorway are many 
hazards to avoid: anarchist 'Out- 
cast Riders’ knock the player's 
bike around, oil slicks and ice 
patches cause the bike to skid, 
small pieces of debris damage the 
tyres, and walls completely 
destroy the bike and nder, remov- 
ing one of his four lives, 

The b ike is armed with guns and 
rackets which are used to blast 
obstacles, and is also able to 
squirt ail patches onto the track. 



Diagonally scrol- 
ling racing games 
aren’t that com- 
mon, and with the 
J Mad Max’ idea of 
war on the roads, Wean 
Streak's design is fairly 
unusual. The big problem is 
the game pi ay, which lacks 
variety. Although the going 
gets tough on higher levels, 
there's never a feeling of exhil- 
aration or excitement - and in 
fact I'd nearly call Mean Streak 
a shoot 'em up! The two player 
head-to-head aspect 

definitely provides fun, but for 
a single player, the rather rep- 
etitive soon becomes dull. 


All weapons are expendable, but 
extra supplies can be picked up at 
regular intervals. 

The motorway is split into five 
levels, which are all conquered to 
finish a complete circuit of the old 
Ring Road, 




► It doesn't look like the M25 
has changed much . , . 


This Is certainly 
an unusual vari- 
ation on the rac- 
ing/blasting 
theme, and is 
presented fairly well. How- 
ever, the major flaw in Its 
gamepiay Is the lack of vari- 
ation: the backdrops are 

always the same, so there are 
no surprises once you’ve been 
through them a couple of 
times. Higher levels get 
increasingly difficult,. but 
they're all ultimately similar, 
and therefore there’s little 
incentive to battle any further. 
Mean Streak simply isn't varied 
enough to warrant the ten quid 
price tap - especially with 
such a high standard of simi- 
larly priced games on offer this 
month. 


PRESENTATION 32% 

A pleasant options screen, and 
simultaneous two player action 
provide a nice touch. 

GRAPHICS 72% 

Fast, smooth diagonal scrolling, 
but ineffective sprites and bland 
backdrops. 

SOUND 74% 

A fairly exciting soundtrack, with 
decent optional sound effects. 

HOOKABILITY 77% 

Surprisingly simple to play, with 
fast, enjoyable action. 

INSTABILITY 57% 

Although there’s plenty of chal- 
lenge, the lack of variety means 
that the appeal wears off quite 
quickly, 

OVERALL 71% 

A competent race game, with 
some unusual ideas. 
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A new multi-event sports 
simulation from Gremlin is 
Alternative World Games , 
a parody of the EpyK Games 
series. There are eight national 
pastimes featured from around the 
world. 

The action starts when up to six 
players input their names and 
nationalities. Each country has an 
'alternative' anthem - Rule Brit’ 
tania, for the UK, and the Can- Can 
for France, for example. Next, up 
to eight events are selected, and 
the players choose whether to 
practice or compete, 

The first event is a sack race set 
in Naples in which two players race 


> The impressive title screen giuo s miniature a nimatad previews of each event 


Gremlin set out to 
produce a parody 
on the Epyx 
Games senes - 
arid have suc- 
ceeded in style! Alternative 
World Games is very humor- 
ouSj but the gameplay hasn't 
been sacrificed Tor laughs, and 
the eight events are all very 
playable. The animation is 
superb throughout, with 
smooth, cartoonesque move- 
ment on the participants, and 
some lovely touches, such as 
the dog that chases the sack 
racers. The events are played 
over some very impressive 
backgrounds, and the pillow 
fight on the gondola Is abso- 
lutely stunning - the canal 
looks almost real! The events 
vary from good to very good, 
with my favourites being the 
pole climbing and river jump- 
ing, The only problem I can see 
Is the multiload system, which 
holds up the action and gets a 
little frustrating. Apart from 
this. Alternative World Games is 
superb, and sports fan s should 
find it both challenging and 
fun* 


vying for 
award. ft 


In a month of 
multi-events, 
from Combat 
School to Track 'rf 
Field, this must be 
Oddest Collection 
makes a pleasant 
change to have someone mak- 
ing a game tongue-in-cheek, 
as far too many games take 
themsefvee seriously, forget- 
ting that they're supposed to 
be fun. This one features some 
lovely graphics, not only the 
picturesque backgrounds, but 
also the humorously animated 
characters. The sound Is good 
on the title screen, where a 
selection of horribly accurate 
alternative national anthems 
ere played, but is rather samey 
in many of the events. The big 
drawback, and one which has 
made me hold back on further 
praise, is that some of the 
events have 'atl or nothing' 
results - once you've worked 
out the control, you always 
finish with the same time or 
points. This tends to make 
them very short-lived, as 
opposed to easier events in 
which scores are increased as 
skill is attained, 


task facing the player, It's not 
quite as gravity-defying as it 
sounds, and involves running at a 
wall, grabbing a small cap on the 
way, and trying to pin it as high as 
possible, 

The penultimate event is a pi I low 
fight on board a gondola. Two 
antagonists face each other, and 
bash away with a variety of moves 
until one falls in the water. 

The last event is a bounce round 
an obstacle course aboard a pogo 
stick, bursting balloons along the 
way. Points are earned for bursting 
all the balloons in the shortest 
time. 


► Alternative World Gamas - enough to drive you up the pole , , . 


a manhole-littered course. 

Next is a plate-balancing act 
where the player attempts to take 
the most number of plates down a 
fixed course in the shortest possi- 
ble time. Accelerating too quickly, 
or moving around too much sends 
a wave of disturbance through the 
plates, causing some to fall off, At 
the end, a score is awarded on 
both time and plates remaining. 

Third on the agenda is boot 
throwing. The player swings either 
an empty or full welly around him- 
self as fast as possible and hurls it 
as far as he can. Distance is more 
dependent on the timing and angle 
of release, than the boot's speed. 

The fourth event is river jumping. 
The player sprints towards the 
water’s edge carrying a long pole, 
plants it firmly in the middle of the 
nver, and vaults as far as he can 
onto the other side. Speed varies 
according to the angle the pole is 
carried during the approach, but 
the jumpef tires rapidly if the pole 
is held low for too long. 

The somewhat tricky art of pole 
climbing is next. Two people race 
head-to-head to reach the top of 
their respective poles, and retrieve 
the champagne bottle there. When 


the top ts reached, the bottie is 
brought down gently, 

Running up a wall is the next 


Although Alterna- 
tive World Games 

echoes the 
classic Games 
series, the con- 
trol methods certainly aren't 
as smooth as Epyx' efforts, 
and the game play suffers 
slightly because of it, The lave! 
of difficulty between games is 
also a bit varied, some events 
bel ng terribly fi d d ly to operate, 
such as the pogo stick event, 
and others quite simple, such 
as the sack race. The graphics 
and animation are outstand- 
ing, and the sprites have a 
definite style to them which is 
reminiscent of those 'cute* 
Hungarian cartoons. Not an 
essential purchase, but if if s a 
multi-event simulation you're 
after, this is certainly the one 
to go for this month. 


PRESENTATION 84% 

Vary hurffprous-and w.elj 
designed game layout, only mar- 
red by a slow loader. 

GRAPHICS 93% 

Superbly animated characters, 
and beautifully drawn, del ailed 
backgrounds.; 

SOUND 77% 

Amusing an memo, and good 
spot •: Keels. 

HOOKABiUTY 80% 

i'/osi or the events are fun! but 
hays complicated tqgjtrols 
which take time to learn, 

lASTABJUTY 79% 

Erght events should lasts while, 
and with up to six com pel dors, 
there's much fun to be had 




mmm 


igh q utility, well thought out 
gam c t ha t^unflypo kes fun af t h- ; 

whole multi-event genre. 
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Thalamus Limited 
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Gremlin are a mile chuffed about their new release, Cosmic Causl^ay— 
and with good reason, loo. A review of this Sibling race game appears 



elsewhere in these pages, and if you haven't read it yet, go and do so now 1 
Anyway, such is (heir pleasure, Gremlin have graciously agreed to pro- 
vide a si m i lar ly cosm ic prize to com p lement i he release of t h y gn me. On 
offer is a Phillips Midi hi-fi system, containing record deck, compact disc 

FJtayei, tlweeJoarid r Jvl luflervCasfcetWr d*acK su poor Ling Dolby a^d 

> i ■ ’ r*iti ph 'i Of- 1 6 pma k w f he wh^le'Hn I ng wqifj ' deil \ ^n>^uahtV 

speaks ptSefim gpw per scanned %be wnote sy siaim fe fin 

' m biu^k ami has a^mgfeed black. fjej spex *i d. -pcgl, huh*?- 
w«i tht s it ri at sys tcan . aifyotr hayn to,tftfr is decipher jhefl wrand bus. 
word $qtrate:bel«w and find, the YA Gremlin games contacted therein 1 
Igame harries mack Lip tai mom than one word appear as a connected 
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When you TK i n k y du ‘ ye fou rrd them ail , ifrrte the g a me t -t les on iheh *■:. ■> 
of a postcard qrgfated.cTivctope; and send them to: GREMLIN MIDI 
COMP, ZZAP* TOWERS, PO BOX 10. LUDLOW, SHROPSHIRE, SV8 

1 DB i- ■ :irnvn no later than January the Irtth;. 

V tiS m* ' 
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yrt i tte tire next 3 fientri C 3 v * tsudd enl y become ■ tfie prbi id pd^.se 1 
■ . ■ 3 copy' of Cosmic Causeway Gear . mart r . 
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NEVER ■ EVER - HAS a fool fca* rnansgem« 0 ( ganie deer available for 66 TEAMS 
o' Whict! 65 ARE COMPUTER WAN AGEO wilh GENUINE WATCH RESULTS (fiol ra-Fdami 
US^g ihe INDIVIDUAL ABILITIES d 1 1030 PLAYERS V^l T h AN INTELLIGENT METHOD 
OF WATCH PLAY 

NEVER EVER HAS a IqoI ha : managemer.E uu ing allowed I he TRANSF FR OF 1 000 
PLAYERS belwrcn 66 INDIVIDUALLY MANAGED T E AM S *Mh INDIVIDUAL SCOUT 
REPORTS Or' 1.000 PLAYERS and 66 CLUBS, r' us squad dUfelSOf EVERY CLUB containing Iher 
nuF^O&r ol g amE 5- pi ayad and goals 5C0.re-d Ol ALL 1 .1300 PLAYERS. 

NEVER EVER - HAS 3 Poor bail ^nanage-menl game an 0*00 yOu ?he CHOICE OF 
ANY FfXTljRE Prom any DIVISION Wilh ALL gogls^pf'ers, ALL fcS-uHs Por ALL malcbeF.. 
plus Lfrague Tables and Pmdures Iqr ALL dstfiSions w^lh ALL gates Individually 
CalCulaied. 

PLUS Pq i cing Gale ir'Ccime. Ful' artminislrapon Slal' Injuries, Physic. Crowd 
control, Maich programmes, Leargyp enaulfres, Grpund mprcvEmenls, Sqgan del*l!^. 
Field p-asitioRS Hntel, Trg-vel expenses, League Prr.es. Prg*n 0 lion \ m'eqalions. Banking 
with 'hteresls. SflCKsngs Manager approach. Save fahilil y . Pi nter oplrnn 
HOW HAVE WE DONE IT? e v 1W0 years OF research and planning plys using 
the most saqhral leased data compaction methods OUR AIM was to produce the 
yli i m .^1 e in & footcal I ss f ategy gam e we i h i n k y oo' 1 1 agree . we have 
WARNING * This FS a spriqqs management slralegy game No a- .e.-e-s. 

ginimlcljs. or random sifriulatnon) 

HOWfARD hENDALL says "ftvs musr fie rr?e D'tpF'iTiare of mt S Uutegy games eyee.'.'e.'V 
COMPUTER GAMER says: 1 fttis r£ fry far rh? mosf realistic game or rfs bm<S i have ever 
comeac-rps? ' 

YOUR COMMODORE says ”On balance the game il sweats ahead ot Football 


* NOW AVAILABLE ON SPECTRUM ★ 


ORDER MOW... ORDER NOW... ORDER NOW.., 

£10.95 Including VAT. Plus 50p post & packing 


PLEASE SEND CH EQUES/P-0. TO> ACCESS RING. 

0702 710990 ( Stem- 1 : pin > 

39d TOTTERDOWN ROAD 
WESTON. SUPER-MARE 
AVON BS23 4LH 

COMMODORE 64, SPECTRUM 


JOHNSON 

SCflNflTRDM 


LIMITED 


ORDER NOW - ORDER NOW - ORDER NOW 


Howard Kendall says... 

This must be the ultimate 
of all strategy games... Excellent 
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KIDSPLAY 

Fancy getting Xeno, Spindizzy, 
Deactivators, Bounces, Monty 
On The Run, Barry McGuigan r s 
Boxing, Bounty Boh Strikes 
Back. Station, Electrogiideand 
Skyfox in one brill Back Pack 
compilation, and feel you're 
also helping others? 

Then grab this Opportu n ity at 
qu r great discount offer of onfy 
£6,99 - £3 OFF the normal 
£9-99 price! Cassette only. 


JOYSTICKS 

GALORE 

Don't let those aliens get 
at you - tool up with a brand 
new joystick from our 
selection to suit all needs 

KOHIX SPEEDKING 

The joystick thai actually fftg 
your hand, wirth a fire butlon 
angled for your ft iggifc finger to 
ensure accoraSe high-speed 
acton. Solid steel break’ prool 
shaft with neat clicking sound 
lor every precision move you 
make. 

Normal pr*ce £1 1.99 - OUR 

PRICE El 0.99 


Two winners from Euromax , . . 

EUROMAX PROFESSIONAL STANDARD 

High durability, rapid respons* and u-tra MPSilivB movamenl accu 
■ acy From this advanced ergonomic design. Ideaf lor left or NCjhi 
hand play, l.&m cord 

Si 5.96 


TERMINATOR 

Built like a hand grenade and 
just as Mhal in action, this 
totally new banish design 
packs top quality micro 
switches Tpr lop-noich oonlrol 
and kool high-scores. 

NormaUy C f 9.95 - ZZAP’ 
PRICE Cl 4.0fit 


EURO MAX PROFESSIONAL AUTOFIRE 

Ail the quai lEy of the standard, with the added bonus of the Auio Fire 
Option tor whan the going gets tougrr 

El 8. &5 

PLEASE NOTEt JOYSTICKS AND DISKS ONLY AVAILA- 
BLE IN UK ANDEFRE! 


POSTCODE 


PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 

|M*U 

flDMttofi.SXtlti tfdfltawif #wn 

NABffB I , , || W | 1 1 1 mi 

ADDRESS 


POSTAGE AND PACKING 


SIGNATURE 

EXPIRY DATE, „ 

PLEASE CHARGE MY ACCOUNT NO: 

n i i i i i i i i i i i i n 

SEND THIS FORM TO 
ZZAP! ZZUPERSTORE, 

PO BOX 20, LUDLOW, 
SHROPSHIRE SYS 1DB 


Ah m it Bay* In* totamy, wtd rum 
rt*m4 riaji inx uporn(«V ChAStf Hrelon. 
.ivj.I fl lxi, PocamboftM Usd'BpAlthoda: 

CONTINENTAL EUROPE / 
OVERSEAS ORDERS ONLY: I AM 
ENCLOSING PAP PAYMENT 
FOR ITEMS AT £2.00 EACH 


TOTAL PAYMENT ENCLOSED: E 


Blue ZZAP! 'baseball' style 
cap with white embossed 
ZZAP! logo and adjustable 
strap to ensure one size fits a II 

Fab at £3.001 


All the goodies any ZZAP! reader could possibly 
want (or we could think of) by mail, courtesy 
of Auntie Aggie and our jiffy bags 


MICRO-HANDLER MULTI-FUNCTION JOYSTICK 

An amay of features to get autofire, extra large fire 
those tri gger fingers button s and a solid metal 

twitching: extra-sensitive casing with rubber sue- mate ease of play. Be a 
microswitch-action stick , tiont cups for added grip, winner with the Mic ro - 
two integrated paddles. Comes complete with an Handler! 
continuously adjustable extra long cord for u Iti - £24.95 




THE NOT TRIVIAL 
TRIVIAL PURSUrr 
CHRISTMAS HALF 
PRICE OFFER 

Joir* in on the fun 
having w i+ h Domarks Trivial 
Pursuit w^th this pursuflbie 
deal: 

Buy A cooy of the Trivial Pur- 
suit stun -up 'Gen us' cassette 
3 r El 4,95 and get both add -on 
packs of questions FREE - 
Save Cl 5. 90 1 

H you already own rhe TP 
Genus Edition - thgrv buy both 
add-on pecks for E7.95 
i*g of £7-96! 


TRENDY NEW ZZAPI 
DESIGNER T-SHIRTS 

Three designs - three full-col- 
our ZZAPI covers with logo. 
Start your collection now. 
Available in two sizes: Medium 
and porky XX Large. 50% cot- 
ton and 50% polyester 
Choose from WILD WARRfOR 
(Issue 20), CALIFORNIA KID 
(Issue 29), and ZZAP! ZZAP- 
PING (Issue 25). 



ZZAP! IN A BIND 

Keep your mags safe in the rich 
maroon binders with gold 
logos. Each binder holds 
twelve issues and comes with 
piastic ’year' stickers to iden- 
tify the ‘vintage 1 . 

£4.00 



Stop vacuuming your 
machine with 

ZZAP! OUST 
COVERS 

One day they'll ban dust r but in 
the meantime it's one of the 
biggest single keyboard kilters 


around. But don't worry! We've 
had so me super quality covers 
made specially for your 
keyboard — chunky fudge style 
64. super-slim modern 64 C or 
126. 

CBM 64 £5.00 
CBM 64 C £5.50 
128 £5.50 



BACKNUMBERS? 

Here's your chance to fill in the gaps in your collect Ion. A 11 
those issues you missed, full of pokes reviews, 
scintillating features and controversial commentary on 
the Commodore computing confraternity . . . 

SPECIAL OFFER 

*Grder any three or four issues at the same time - we knock 4f)p 
off the total cost! 

* Order five or more issues at the sametime- we knorfc 20poff each 
item! 
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1 vvou]d like to order the following ZZAP' 64 BACK NUMBERS 
Please tick live correct boa ^ boxes . . . 

^^ o 02E^^^SM raiBDai ^ a 

PRICES 

• ALL BACK ISSUES NOW £1.20 EACH (including P&P) 

• OVERSEAS ORDERS: £2.00 per magazine 


Name 


Address 


Postcode 


Please make chequea/postal orders paya Me to ZZAP! Ft is best lo avoid 
sencfl ng cash payments . P lease DO NOT enclose AN V order with mei l to 
the EDITORIAL side of the magazine as this wilt result in DELAYSI: Send 
your orders to the address below , . . 


PLEASE DEBIT MY V 1 SA/ACCESS ACCOUNT £ 


I wish to pay by Visa/Access (delete as applicable} 


Signature 


Eipiry Date 


Please Charge My Account No 
T 


NftlDft. 


Card Holder's Address 


Postcode. 


Number of issues ordered 
Less discount If appl icable 
TOTAL COST £ 

I enclose a CHEQUE or POSTAL ORDER iarthe TOTAL 

BACK NUMBERS, ZZAPI 64 MAGAZINE, 

PQ BOX 20, LUDLOW, SHROPSHIRE SYS 1DB 









The iEdge, ££L9$ 

COSMIC CAUSEWAY 

Gremlin Graphics, £9.99 

DRILLER 

Incentive, £14,95 


COMBAT SCHOOL 

Ocean, £8.95 

TETRIS 

Mirrorsoft £8.95 


MAIL 


ORDER 


READERS' 
SPECIAL DISCOUNT 
OFFERS 

£3 OFF 
ANY TWO 


ALL INCLUSIVE OF 
VAT&P+P 


£1 OFF ANY OF THESE 
GREAT GAMES! 

Normal retail prices are quoted, just 
knock off the discount on the form below 


CHermrii 


HIGHLY RECOMMENDED! 

OCTAPOUS 

English Software, £9.99 

AL TERN A TIVE WORLD GAMES 

Gremlin Graphics, E9.S9 


PlEAfE HQTEi T)UI Offer li. only Co !he 

dhettinli devilled ibwvt, no other:, will t>» 
iKClPpECHl jiuth M3 AidWCTitwn' E.rtTl tfilcogrns, 
at (lie Fternu! HAP! Mwl Orinr bulk buying dii- 
c s>v hiw|, Ail the nbavr wnra r»ienr*dlAl*iu*» Jl 
Rfld 33 III 2lA P ‘, mm t jrri jknady HmMiMb; wm 
urtll df ipjich order* 11 ia&n *■ peuiblt but rou 
nut! turn it> waif lfl*l|ef DlUi rt&rmal for lhulF 
w™* wbicfi hiithl bsFn-rflfJScd, 


AND THEN THERE'S.,, 

XCfflilf5gKrtron}£9.95 

INTERNATIONAL KARATE ■+ {System 3) £9,99 
MASK {Gremlin Graphics) £9.99 ’ 

NE8ULUS (Hewrsociji £9.95 
BUGGY BOY (Bite) £9,95 
PEGASUS {Beetwiic Arts) ffi.95 
WESTERN GAMES (Aralasoftf £9.99 
TRAHTOfi jGOl) £999 
MEAN STREAK {MkrorWft) £9.95 

BASIL THE GREAT MOUSE DETECTIVE (Gremlin Graphical £9.99 
RVGAR {USGoftfl £9.99 
STAR WARS {Domarkj £9.95 
RAMPAGE (Activision) £9.95 


SPECIAL DISCOUNT OFFER 

I would like to order the following gafne{&) and understand that I may 
deduct £1 off the quoted price for any single order, or £3 off any pair of 
games ordered (for example, I can deduct £4 from the total prices of three 
games, or £6 from four games], I've listed them below, and enclose a 
cheque or postal order made payable to HiWSFJELD LIMITED. 


Name 
Address 


Postcode M .„ 


PLEASE DEBIT **Y WSAMCCESS ACCOUNT C 


1 with to pay by Viu/Accttt fdatata si ippiiciblcj 

Sisnatur* EtfryOala 

Wm** Charg* **¥ Account No: 

■□□□ L-Ujjll : 

nuz 


title 


SUB-TOTAL 
DISCOUNT CLAIMED 
PAYMENT ENCLOSED 


NORMAL PRICE 


MAIL ORDER, PO BOX 20, UIDLOIV, 
SHROPSHIRE SYS 1DB 






GARY LINEKER'S 
SUPERSTAR SOCCER 


The most original computer football gam© of 
alf time..* Available on: 




CBM 64/128 
t£9.99,d,£14.99 
Antstrad 
T £9.99, d £14.99 
Spectrum t £7.99 
Atori ST £19.99 


GARY LINEKER'S 
FOOTBALLER OF 
THE YEAR / 


Enjov the world of a 
Football League Flayer, 
suffering the pain and 
winning the glory, starting 
a! the bottom and becomir 
legend... A Footballer of 
the Year. 


" .J 
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Gremlin Graphic! 
Alpha House, )0< 
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ISSUE 


2 


ON SALE NOW 


ISSUE 3 ON SALE JANUARY 21 & 
THEREAFTER EVERY MONTH! 



Yes, THE GAMES MACHINE has proved 
to be such a big hit we’re going 
monthly in the New Year — don’t 
forget to put your regular order in 
now! 
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CHEAP A n D ChEERF Ul 



The budget section has a fairly high standard of games this month, 
as Steve Jarratt finds out while rummaging through the bulging 
budget file.. . 


RAINBOW DRAGON 

Firebird Silver, £.1,99 


Trapped within a magic labyrinth, 
the Rainbow Dragon of the title 
desperately needs someone to 
guide him to saftey. 

Split in two, the lower half of the 
screen shows the dragon and his 
immediate surroundings, while 
above there is a status panel and 
four pillars, four icons and a 
glowing magic staff, control of 
which is toggled by pressing the 
space bar, The four pillars 
represent the slowly decaying 
cave system, they crack and 


crumble as the game progresses. 

The cave presents a series of 
puzzles; ten magic chests are to 
be destroyed to escape the 
labyrinth. These lie in the caves, 
blocked from access by a variety 
of obstacles which may be 
removed with magic. 

Although well presented and 
smart looking, Rainbow Dragon is 
slow, cumbersome, has very 
obscure punles and unrewarding 
gamepiay. Mappers and arcade 
adventurers may like it, but 
everyone else should think twice 
before reaching for a couple of 
pound coins. 

OVERALL 41% 


► The magic- drggon goes puffing h is way through the 
underground caverns 



SPORE 

Bulldog Software * £1,99 



A bio-engineering 
complex has been 
Overrun with genetically 
altered spores. The only 
pesticide that can 
destroy them is stored in the base, 
and therefore someone needs to 
enter the- complex and collect as 
many barrels of it as possible. 

Each laboratory, seen from 
overhead, Is represented by a 
static screen. The mission begins 
in a manoeuvrable star- shaped 
craft, which has multi-directional 
blasters directed via the joystick. 

Pesticide barrels are found lying 
amid spore generators and waves 
of glowing spores. Access to the 
next lab is gained only when ali the 
barrels have been collected , which 
involves negotiating the screen’s 
puzzle-iike layout. 

Laser beams block sections of 
the lab, but are turned on and off 
by blasting the blue beam 
generators, and re-directed by 
shooting reflectors. Doing this also 
releases the previously enclosed 
spores however, allowing them to 
flood toward the ship and drain its 
energy. Energy is replaced by 
collecting flasks, but these are 
easily blasted. 

Spore is a tremendous little 
game, and the action is fast- 
paced, hectic and extremely 


enjoyable. The gamepfay is 
original enough to warrant a higher 
price tag than it has here, and the 
inclusion of a screen designer and 


a superb shoot- 'em-up loader 
game makes it an essential 
purchase. 

OVERALL 97% 


► Mastertronie '6 Spore 

is a brilliant display of ordered 
chaos! 



/ 
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RADIUS 

Players, E1.99 


In this mediocre De/fa clone, you 
are a starpilot who has 
volunteered to regain control of 
the RADIUS, a hyperspace 
transport route recently captured 
by alien forces, 

The action is over a horizontally 
scrolling starfield. Alien attack 
waves appear from the right-hand 
side of the screen {occasionally 
from the left) and are blasted or 
avoided as the situation dlctates. 

A mothership appears 
periodically and destroying it 
accesses a bonus level, Here, 
three moving bars are shot and 
destroyed to reveal a target 
beyond, in true Phoenix style. 
Blocks are dropped continuously, 
and once the baseline is 
completely covered, the space 
section is entered once more. 

The ship is very slow-moving, 
and the speed at which the alien 
waves appear make Radius a 
•difficult and annoying game to 
play. The bonus section is not 
thrilling, and generally the action is 
unoriginal and ultimately tedious. 
Mot one to lose much sleep over. 

OVERALL 49% 


SCORE 000U29 I MEN OS HI SCORE 002S0B 
RADIUS J HI SCORE HV . AAflA AftA 


KROMAZONE 

M.A.O., E2.99 


The Kromazone i s a testing grou nd 
for trainee starlighters at Centre 
Point - the Terran Space Fleet 
Maval Academy. Here, the fleet's 
best pilots are put through their 
paces before being let loose on the 
sworn enemies of Earth, the 
Maranzar. 

The Kromazone is displayed 
from a viewpoint inside the 
eyer's craft, with the chequered 
dscape moving rapidly and 
convincingly beneath, At first, 
large globes hover above the 


ground and are successfully 
dodged to access the next wave. 
Only then does the ship’s cannon 
become activated, allowing 
attacking vessels to be destroyed. 
As each wave is obliterated, a 
score sheet appears, showing the 
number of successful kills and 
points awarded. 

Kromazone presents some 
stunning graphics, and the 
gameplay is fast and furious. It 
possibly lacks lasting appeal, 
since the attack waves do not vary 
on subsequent plays, but 
Kromazone offers a good blast. 

OVERALL 72% 



In the wake of the Trivial Pursuit 
fad, Pirate has released its own 
budget version, entitled Trivial 
Fruit. 

The game presents a series of 
questions, together with five 
multiple-choice answers, 

representing a different fruit. 
Selecting the correct answer 
rewards the player with that fruit, 
which appears on his score card, 
The card is filled completely to win 
a 'long game', but a 'short game 1 
only continues until, in true one- 

► Go-sh, Ifsn’i Cam clever? 


armed bandit style, the player 
achieves three of a kind. 

An adjustable timer is provided 
to keep up the pressure, and up to 
four players may compete 
individually. The program contains 
ten sets of questions, and also 
supports inclusion of the player's 
own questions. 

As with its more famous 
predecessor. Trivial Fruit is 
tremendous fun when played in a 
crowd, and the package is 
surprisingly comprehensive. 
Cost-conscious T riv fans could do 
a lot worse than this offering from 
Pirate. 

OVERALL 08% 


'W 

3 S lire *>**■; « * - 


Space blasting action in ftatAi/s 



► The three robotic Stooges go through their rape rto Ire In Survivors 


SURVIVORS 

Atlantis, £1 .99 


This i$ a cross between Repion, 
Boulderdash and Tbunderbirds. A 
hibernation dome has been 
damaged during a nuclear 
holocaust, trapping almost a 
thousand survivors within its 
boulder-strewn interior, 

A rescue mission is sent of three 
droids, each having particular 
abilities: droid one tunnels through 
earth, droid two teleports the 
people to safety and the third 
moves single boulders out of the 
way. It's the player's task to 
coordinate the team's efforts 


through the dome's seven levels 
in order to make the mission a 
success. Each robot is directed 
from keyboard or joystick, and the 
player cycles through them by 
pressing the fire button. 

MK1 Guardian robots also 
inhabit the ruined dome, and 
radioactive fall-out has damaged 
their circuits, making them hostile. 
These are trapped or destroyed by 
dropping boulders on them-. 

The gameplay is taxing both 
mentally and dexterously, and 
Boutdardasft fans suffering from 
withdrawal symptoms should 
enjoy Survivors quite a lot, 

OVERALL 79% 
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RAMPAGE 

Activision, £9.99 cass, £12.99 disk, joystick and keys 


J Found Rampage 
oddly appealing, 
since you actu- 
ally got to play a 
bad guy for a 
change. The destructive 
aspect has a lot to do with It, 
and the game's theme is 
refreshingly lighthearted. 
Controlling the beasts, how- 
ever, Is not the best: climbing 
onto a bonding proves too pre- 
cise, meaning that you spend 
precious seconds fumbling 
around its base, trying to get a 
grip . It also seems too easy 
to fall off - losing valuable 
damage points in the process. 
Both the graphics and sound 
are well catered for, with some 
lovely sprites, and the effect of 
the buildings crumbling, both 
aurally end visually, is great. A 
silly, pointless arcade conver- 
sion, but good fun all the same 
- especially when playing in 
the unusual three player mode. 


PRESENTATION 82% 

Reasonable appearance, wish a 
great three player option. 

GRAPHICS 65% 

Co lourful backdrops a n d sprites, 
although character animation is 
limited. 

SOUND 63% 

Aim ospherie so u n ds of destr uc - 
tion, and a reasonable, if some, 
what unorthodox title track. 

HOOKABILITV 67% 

Tiie slightly finicky control 
rn e t h od is a pos stble first hum I e, 
but practice makes perfect. 

LAST ABILITY 41% 

Once several cities have been 
razed to the ground, interest 
wanes. 

OVERALL 62% 

A reasonable conversion that 
offers mulfi-pl ay or f u n, bu t is ulti - 
matdy tedious in single player 
mode. 


set about destroying a city full of 
buildings. Control rs via joystick, 
with the third participant utilising 
the keyboard, 

The monsters are initially drop- 
ped onto the screen, and are con- 
fronted by several buildings, all of 
which are destroyed to advance to 
the next level. This is achieved by 
climbing up the sides of buildings, 
and either smashing out the win- 
dows, or knocking holes in the 
side. Once enough structural 
damage -has been inflicted, it col- 
lapses In a cloud of dust. 


► Lizzy munches on On after- 
dinner helicopter and 
ponders what to do next 


I n yet another big licensing deal, 
Activision have bought the cult 
arcade game Rampage to the 
home computer market. 

Between one and three players 
take the part of mutated monsters 
George, Lizzie or Ralph, as they 


Rampage is one 
of those games 
that is very dull 
when played 
solo, but sud- 
denly becomes a groat laugh 
when a couple of players join 
irt the action. The graphics and 
sound aren’t particularly bril- 
Oant, but manage to capture 
the spirit of the arcade 
machine quite well. Control is 
sometimes awkward, end it's 
quite difficult to get your 
monster to climb up the side of 
a building without first posi- 
tioning him with pixel- perfect 
precision, t don't think Ram- 
page has that much lasting 
appeal - once you’ve 
destroyed a couple of tower 
blocks, you've seen and done 
everything there is to do. If 
yeu*ve got a couple of friends, 
brothers or sisters to join In the 
fun, Rampage should provide 
some amusement, but if you're 
; a single player, It's probably a 
bettor idee to chuck a couple 
of quid In the arcade game and ; 
buy something different. 


► Demo Union, Rampage style 


All three monsters have dam- 
age meters. which are 
decreased every time theyVe hit 
by bullets from army helicopters 
and tanks, or stay on a collapsing 
building. An entirely diminished 
damage meter has fatal con- 
sequences. 

To supplement their energy, the 
monsters collect a wide variety of 
edible objects rn the windows of 
buildings, and protect themselves 
by smashing the army vehicles 
that fire at them. 

The game ends once all three 
monsters have returned to their 
human after-egos. 


I've never actu- 
ally played the 
original arcade 
Rampage, so t 
approached this 
conversion not quite knowing 
what to expect What I found 
was a fairly monotonous bash 
through some barely -chang- 
ing screens. The action is very 
repetitive, and once you've 
creamed one of the buildings, 
you've creamed them all! The 
game features some colourful, 
reasonably animated 

monsters, but the background 
graphics are gaudy and indis- 
tinct The control method is a 
little tricky, and at times, It ! 
seems to be quite difficult to 
actually climb buildings. I think 
the problem is that Activision 
have converted the arcade 
g ame pretty well, but the origi- 
nal was nothing outstanding. 
'Cult 1 is a euphemism often 
used for games that aren't too 
good, and ft certainly applies 
to this one. 
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CQMMQDOM SCREEN' 


...DEPENDS. 


Milton Bradley s compelling game is now available for computer. 
Anticipate you r friend's responses to die provocative questions, in 
Scruples, Think carefully before answering the moral dilemma you are 
posed, or turn the tables and give an opposite reply to the one expected! 
Sluff and counter bluff will be needed, and beware, the other players (the 
jury) can challenge your honesty at any time. 

The computer interpretation is ingenious and funny Up to ten 
people can play: all human, all computer, or any combination. There is a 
minimum of 64 characters to choose from, each with simulated 
intelligence' Real players must ‘adjust 1 their personalities and select their 
appearance from a gallery of faces provided. A minimum of 230 leading 
questions are built-in and no game will ever be the same. 


AMSTRAD SCREEN 


AT*Rj SCREEN 


Scruples, The Computer Edition, is available from all good software retailors or directly 
from Leisure Genius. ' 


Spectrum 46/JH/+2/+j 

cass£9.95 

doc £14.95 

Commodore 64/128 

era £12.95 

disc £1 4.95 

Amstrad CPC 

caw £9.95 

disc £14.95 

.Atari ST 

- 

disc £19.95 j 


Mote cheques or postal orders 
fwyoibte to Virgin Goons Ud end 
send to 2/4 Vernon Yard, Ponabtlfo 
Hoad, ijmdcn Wil 2DX. 

DO NOT POST NOTES 
OR COINS ! 


Phase state ctoariy nratont typt and medki requited. 
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TRAIM TOR: 

THE LAST 
STORMTROOPER 

GO!, £9.99 cass, £1 1 .99 disk, joystick only 


Disappointment 
is the over- 
whelming feeling 
when consider- 
ing Star Wars. I'm 
always slightly dubious when 
vector graphics are used on 
the humble 64, and although 
Do mark have made a brave 
attempt, their conversion 
unfortunately falls short of the 
mark. The graphics are rapid, 
but the cost of the large frame 
update Is heavy, suffering 
worst in the dogfight sequ- 
ence, where the TIE-fighters 
g o throng h their aerial ha llet as 
If in a strobe light. The action is 
Still there, especially in the 
trench sequence, which is by 
far the best part, but the 
arcade 'feel' has gone. Slow 
graphics and a truly crummy 
control method conspire to 
make Star Wars a very average 
game. 




T rantor, the last 
stonntrooper, has been 
abandoned on an alien plan- 
et. By activating the main planet- 
ary computer held in the terminal 
building, the hero can escape. 

Tranter finds himself near the 
terminal building's lift, and to prog- 
ress f u rther runs, ducks and jumps 
down the horizontally scrolling 
comdor. Throughout the mission, 
his bootsteps are dogged by a 
myriad of hovering droids and 
robots, whose deadly touch 
reduce Trantor s life energy. The 
stofmtrooper is armed with a 
flame-thrower, which roasts any 
attacker within range. The prob- 
lem is that every blast depletes the 
flame thrower's fuel, represented 
by a shrinking bar at the top of the 
screen. However, extra fuel is 
automatically picked up when a 
refuelling post is found and acti- 
vated. 

There are eight terminals in the 
complex, each of which provides 
a letter, which are ultimately made 


Running around 
the horizontally 
scrolling levels 
isn't particularly 
awe-inspiring, 
and with! n a couple of goes Td 
practically completed the mis- 
sion. The main character looks 
impressive, but unfortunately 
the animation Is completely 
out of synchro ni sab on with the 
background, and therefore 
Tranter looks like he's sliding 
along, rather than running. The 
alien sprites are nothing spec- 
tacular, and the backdrops 
never struck me as being any- 
thing but mediocre. H there 
was a lithe more variety in the 
gameplay, Trantor might have 
been quite good fun - but as it 
stands it's a barely average 
arcade adventure that offers 
little more than a couple of 
hours entertainment. 


Large sprites are 
all well and good, 
but I don't think 
this game is 
Suited to them. 
The giant Trantor gives the 
action a claustrophobic feel, 
and the tiny playing area 
makes the game cramped and 
annoying. It's difficult to 
dodge aliens, but fortunately 
they den*t take much of a 
chunk off your energy. The 
action isn't particularly chal- 
lenging, end I managed to 
attain a 96% ( YOU MUST BE 
BRIAN 1 ) rating after erne ses- 
sion of play. Once the mission 
has been completed, Interest 
wanes, and there's little to 
stop the game being relegated 
to the darkest comers of tiie 
software box, The all-round 
presentation Is good, and the 
introductory screen great, but 
I just don't think there's 
enough challenge on offer to 
warrant the £10 price tag. 


For the many mil- 
lions of Star Wars 
fans waiting with 
batted breath for 
a stunning con- 
version, I have a feeling you're 
going to be disappointed. This 
is probably the best you can 
get on a 64 - but that still isn’t 
very good. The main problem 
is that in keeping the speed, 
the animation has suffered ter- 
ribly: when tie-fighters move, 
they do it Jin BIG jumps. In addi- 
tion to this* the 'feel 1 is 
decidedly strange, as the 
programmers have used pilot 
controls. Having criticised the 
game so far, Jet me add that it 
has all the features of the orig- 
inal (except the speech), and is 
fairly playable. 


► Use the Pause Luke . . . 


up into a computer-related word 
and keyed into t he main computer 
terminal. An ever-decreasing time 
limit means that there’ s no time for 
dawdling in any sector, but dis- 
covering a letter resets the time 
clock. 

Once he's assembled the word, 
Trantor is given a beam code 
which is used in the beam area, 
ailo wi ng hi m to escape the pi anel . 


STAR WARS 

Domark, £9.99 cass, £14,99 disk, joystick only 


A long time ago, in an arcade 
far, far away. Atari's Star 
Wars appeared. Several 
years and a few million credits 
later, Domark have produced the 
home computer conversion. 

The player takes the role of Luke 
Skywalker, flying his X-wing in a 
valiant attempt to destroy the 
Empire's Death Star. To achieve 
his mission he's confronted by 
three distinct stages, displayed in 
first -person perspective 3D. 

The first features a deep space 
dogfight, in which wave upon 
wave of missile spitting T5E- 


fighters are avoided or blasted 
with the X-wing’s lasers. Every 
time a missile hits the X-wing, it 
loses one of its nine units of 
energy. 

Following this, Luke heads 
towards the surface of the Death 
Star, where a field of similarly vic- 
ious ground-based laser turrets 
and towers are negotiated before 
reaching the final obstacle: the 
trench. In this, Luke guns his ship 
down a deep gorge in the Death 
Star, dodging barriers and flack 
from the wall-mounted laser tur- 
rets, to reach the exhaust port at 
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US Gold, £9,99 cass, £11.99 disk, joystick or keys 


PRESENTATION 78% 

Plenty of useful option^ bo! □ 
long -winded message has; Co be 

endured at the start of every giama, 

GRAPHICS $2% 

Gaud '/backdrops. and the sprites 
lack definition 

SOUND 68% 

A lively, if unimaginative tune, with 
some good sound off eels during 
the game. 

HOOKABIUTY 63% 

Very straightforward, but not 
overly exciting; action. 

LASTABILITY 48% 

Although rhe game is Cough, it 
doesn't really proffer much run. 

OVERALL 57% 

Not (ha greatest of conversions, 
but it does hold a challenge. 


► Kypdr shows how to kick 

Oli*n ^g-g 


When you first 
see this, it looks 

P Pj^H like a very up- 
market arcade 
adventure, with 
enormous, brilliantly ani- 
mated mein character, a 
beautiful flame thrower 
weapon, and lots of little flying 
aliens to fry. It’s quite easy to 
start playing, as you can get 
quite a long way before realis- 
ing how badly you're doing, 
end die game structure Itself 
is very simple, being just 
another in the *shoot T pick up 
and move on' theme. How- 
ever, this is its problem, since 
there’s little to do other than 
shoot, pick up and move on. 
After a couple of sessions 
Trantor lost its appeal, and I 
don't think I’ll return. 


PRESENTATION 83% 

The meag re mist rues ions are 
more than compensated for by 
the in -game brief mg and 
options. 


GRAPHICS 68% 

A valiant attempt at fast vector 
graphics, but as Is so often the 
case, the quality suffers. 


SOUND 43% 

A 1 airly poor rendition of the Star 
HAars t homo plays over the cre- 
dits, and there are some unin- 
spired sound effects, 


HOOKABIUTY 69% 

The simple shoot ’em up aspect 
is appealing, but the control 
takes some gening used to. and 
the jerky display is confusing, 


LASTABILITY 55% 

Many tough levels lie ahead of a 
player who enjoys the action, 


OVERALL 70% 

Star Wart has all the coin-op's 
features but is let down by slow 
speed. 


Having seen Rygar 
in the arcades. It 
made me wonder 
Just what had hap- 
pened during the 
‘ conversion' process. Gone are 
the startling backdrops and the 
animation, leaving us with a sim- 
ple and totally forgettable 
Ghosts n J Goblins variant. The ! 
action is hectic, but repetitive, 
while the graphics are unimpre- 
ssive, with ill-defined sprites, 
badly detailed backdrops and 
gaudy use of colour. On the 
gameplay side, it's merely a 
question of stamina before the 
game is completed - a task that 
hardly sets the pulses racing. 
It's not that the game Is rubbish, 
hut what does Rygar offer that 
we haven't seen many times 
before? 
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A rmed with his spinning 
razor disk, Rygar is on an 
end less jou rney of violence 
and destruction across a horizon- 
tally scrolling landscape. The disc 
is swung in any direction to kill 
attackers, whose deadly touch 
eFim inates one of Ry gar’s five lives. 
Occasionally bottomless pits are 
encountered, and are jumped 
over. 

The action is split into levels, 
and Rygar has a fixed time limit to 
reach the end of each, if the timer 
expires, an indestructible monster 
appears and pursues Rygar at 
speed. Extra time is gained by 
picking up bonuses throughout 
the level, and bonus points, 'smart 
bombs’ and extra lives ere col- 
lected in similar fashion. 

Sometimes, one of five magical 
icons appears, and is collected to 
improve Ry gar’s destructive pow- 
ers and increase his bonus score 
at the end of a level. 


I’ve been a fan of 
this Atari classic 
ever since I first 
saw rt way back in 
1903. !t J s Finally 
arrived on the 64* and isn’t at 
ati bed. I’m pleased to see that 
Domark have included alt the 
original 1 s features « in tact the 
game is perfect but for two 
things: the slow frame update, 
which causes things to jump 
about at an alarming rate, and 
the strange control method. 
Hie original arcade game has 
pilot controls, but feels like 
you're actually flying an X- 
wing - on the 64 it's ill-suited 
because there's no sensation 
of flight. Star Wars, like the 
arcade original, provides an 
enjoyable blast - but it's a 
shame that die action Isn't fas- 
ter or smoother. 


the far end. 

Successfully blasting photon 
torpedoes into the port results in 
the destruction of the Death Star. 
Points are awarded and one unit 
of shielding added to the X-wing 
before Luke progresses to the 
next, more difficult level. 


The latest con- 
version from US 
Gold isn't disastr- 
ously bad, it 1 s just 
totally bland. It 
doesn’t look impressive, and 
both the background graphics 
and sprites lack definition and 
clarity. The gameplay is enjoy- 
able at first, end offers quite a 
challenge, but after a while, It 
all gets a bit tedious - there's 
very little variety in the action, 
and consequently the appeal 
wears off quite quickly. Mind 
you* the same can be said 
about the arcade game - 
which Is no great shakes. 
Rygar fans wifi probably find 
the conversion enjoyable, but 
on the whole it can't be called 
an essential purchase. 


► Trantor , the Last Storm T rooper pegs down the corridor at speed 


hi so of it: 
c» *:» Ci ■> o o o o 


LETS FIGHT 


w.t; 

■ .* Yv.i f 

M 

■it. - -1 .nwy*! rN-iT 


PRESENTATION 82% 

Good introductory sequence, 
with pleasant on- set &e n appear - 
once Free audio track on the L B r 
sid-e of the cassette 

GRAPHICS 65% 

Bland backdrops, with a nicety 
animated main sprite. 

SOUND 48% 

Mediocre tunes and effects 

HOOKABIUTY 75% 

Success comes easy, and there- 
fore the action is appealing 

LAST ABILITY 41% 

The gameplay isn't difficult, rind 
once completed, interest swiftly 
wanes. 

OVERALL 55% 

An average arcade adventure 
with Fimited challenge 








The Edge* £8,95 cass, £12,95 disk, joystick only 

QA graphically superb shoot 'em up with 
plenty oi depth and action 


The player responds lo a Rapid 
Intercept Seek and Kill order, and 
is dropped onto the planet in an 
armoured Surface Skimmer at the 
remaining safe area - Homebase 
Here, the computer is accessed to 
change the colour of the ship, bor- 
der and map, the workshop 
entered to add extra weaponry to 


planet Christen 3. an 
important space weapons 
research centre has been 
attacked by unidentified alien 
beings. The scientists working 
there have gone into hiding, and 
the projects under development 
remain hidden in underground 
tunnels ,, . , 


A fter a long hiatus in 
releases from The Edge, 
they're at fast back in the big 
time with RISK, a superbly 
polished shoot ’em up. Initially 
impressive, the graphics get 
better end better as you prog- 
ress, eventually climaxing with 
the incredible parallax tunnel 
sequence. At first the ship flies 
like a brick, Invoking e feeling 
of uneasiness, bid the swift 
purchase of an anti-grav mod- 
ule puts things right, and the 
action becomes far more play- 
able and rewarding. RISK is 
veiy enjoyable, and the prog- 
ressive nature of the action 
provides enough depth and 
spice to make most people sit 
up and take note. There’s 
definitely no risk involved in 
buying this. 


the Skimmer, and the map 
examined 

The map is displayed as a grid, 
with allied territory shown as filled 
blocks, and alien-occupied areas 
as black squares. The player may 
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F rom the very start, RISK 
looks impressive. The 
graphics are absolutely gorge- 
ous, with stunning use of col- 
our and superlative sprites. 
This beauty isn’t just skin 
deep, either - RISK also plays 
extremely well. The gameplay 
has Chopiifter overtones, but 
there are plenty of new twists 
making the action addictive 
and worthwhile. The extra 
weapons section is very appe- 
aling, and I particularly like the 
diversity of the add-ons. Most 
are added to enhance your 
own style of play, and not 
because they’re vital to prog- 
ress to higher levels. This cus- 
tomisation through choice 
gives a greater feeling of free- 
dom. and makes the game 
even more absorbing. 
Although the action is ulti- 
mately repetitive, there’s 
enough excitement generated 
on the higher levels to sustain 
Interest and keep the player 
coming back for more- 
definitely one of the best shoot 
'em ups to appear in a long 
time, and should provide 
plenty of Christmas cheer for 
blasting fans. 


only enter a black sector adjacent 
to one already cleared of aliens. 

The action begins whan the 
player enters an alien controlled 
sector The Skimmer is flown 
around the horizontally scrolling 
area and blasts any alien craft, 
which vary from solo jetpackersto 
armoured ground vehicles. All are 
hostile and fire when the Skimmer 
draws near, reducing its shield. 

Occasionally, scientists are dis- 












— . 






— 


T his 

novelty: a shoot 'em up 


quite 


with some real thought put 
into RISK is extremely well 
designed, and a joy to play. 
The graphics are very crisp, 
tast moving and colourful, and 
the sound r although sparse, is 
contributory, rather then detri- 
mental to the action. The prog- 
ressive weapons are unusual 
in that the ship effectively 
starts below standard, and is 
built up to what would nor- 
mally he the starting point for 
many games. The fact that the 
ship is effected by gravity 
makes control tricky at first, 
and tests the player's skill right 
from the start, The only draw- 
back I can see T is that a 
player's Interest may wane if 
he cannot equip his ship well 
enough to progress — 
repeatedly playing the begin* 
ning areas could become 
really boring! Despite this 
minor worry, I think you can 
buy the game assured of a 
superb blast for many weeks 

to coma. 

— 


PRESENTATION 93% 

Immaculate presentation 
throughout, with easy to use 
menus and excellent add-on 
system. 


GRAPHICS 94% 

Ultra -smooth scrolling, and doz- 
ens of beautifully animated 
aliens. 


covered, and are picked up by 
landing nearby and letung them 
run to the Skimmer. Sometimes 
ejctra ■supply pods are dropped 
from a passing mothership, and 
are picked up whan touched 
When a sector is cleared of ail 
fiving things, the Skimmer Ls flown 
into the landing pad and enters an 
underground tunnel in which u 
series of platforms are found con- 
taining extra ammunition, parts 
and blueprints. The player may 
only land on one platform, and has 
one left to right pass lo do so. if ail 
platforms are missed, the Skim- 
mer returns to Home- base. 


Back at Homebase, the extra 
equipment gathered from the tun- 
nel is used to either repair damage, 
recharge the blaster, or customise 
the ship. This process involves the 
expenditure of parts, blueprints 
and scientists collected previ- 
ously. Extra features include 
thrusters to speed up the ship, 
retros to make it turn round faster, 
blasters to increase fire power, 
protective shields, and anti-grav. 

With the changes selected, the 
player moves on to the next , more 
hazardous sector. The mission 
ends when too much damaged is 
sustained. 


SOUND 36% 

Avery high quality title tune, and 
some useful, but limited sound 
effects. 






HGQKAB1LITY 39% 

Although the blast 'em up sec- 
tion is straightforward, the pick- 
ing-up extras aspect can be a lit- 
tle confusing. 




INSTABILITY 82% 

Plenty of sectors to clear,, and 
lots of extra weapon ry to experi- 
ment with. 




OVERALL 90% 

A superbly presented shoot 'em 
up, with enough intellectual chal- 
lenge to keep the entertainment 
going. 
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MEGA MASTER 
SYSTEM 


Once again the entries came 
flooding in, but it was no surprise 
as the overall prize was just a teeny 
hit desirable - Maslertronic are 
giving away a Sega Master System 
complete with itqht Phaser, a pair 
of 30 glasses, a Sega control stick 
'as well as the control cords 
included with the set) and 10 soft- 
ware titles. Wow! Who do you sup- 
pose won this amazing prize? 
Well, it was Paul Smith, Derby- 
shire, DE5 1EJ, He filled the blank 
speech bubbles of Professor 
Dogslap's comic strip with the 
most humorous script. The next 50 
people will be receiving a copy of 
Agent X if through the post very 
soon . . , 

Simon Baxter, Beverley, North 
Humberside; Damon Smith, 
Herts, WD2 6LE; Zzap! reader, 
East Sussex, TN34 2JZ; Roberto 
Giusamia, Norfolk, NR6 6 JR; 
William Wong, Wiltshire, SN15 
4PX; Tariok Mar ok, Birming- 
ham, B21 6PD; Harris Marcou, 
j Kent, MP3 ?JE; Paul Welch, 
Luton, Bedfordshire; Stuart 
Hopkins on, Kent, TNI 5 8RP; 
Kelvin Nash, London, E6 1HQ; 
Duncan Schmelieh, Notts, NG1S 
■3FN; Dan Stride, Dorset, GH23 
3QF; Shaun Moore, Devon, PLG 
BTP; Stephen Bond, West Mid- 
lands, 872 1HY; James Eart, 
Middlesex, HA2 9JE; Sam Mon- 
nie, Beds, LU1 SEX; Christian 
Besser, Essex, RM6 5RP; David 
Morgan, Mid Glamorgan; Adam 


Carroll, Essex, IG5 OQH; Lloyd 
Buckley, Essex, RM11 2PS; 
David Bone, Tyne and Wear, 
NE31 2JF; Richard Thompson, 
Shropshire, $Y11 4JE; Derek 
Grantham, Glasgow, G15 7RH; 
Allan Dean, Morayshire, IV30 
3ET; Mark Currums, Merse- 
yside, L62 6DM; David Kennedy, 
Inverness-shire, PH33 6JT; 
James Gray, Glasgow, G21 3PP; 
Christopher Ray, Gwent, NP1 
OAY; David Sargeant, Staffs, St2 
7AL; Paul Evans, Cornwall, TR1 5 
3NY; Zzap! reader, Cheshire, 
WA3 7LZ; Matthew Hawkins, 
Kent, GT5 4AN; Peter Dunn, 
Newcastle Upon Tyne, NEB 
4DW; Charlie Chang, West York- 
shire, BD3 9ND; Mark Reynard, 
West Yorkshire, BD22 7DX; Dar- 
ren Horton, Derbyshire, DESS 
4ER; Nicky Lambert, Ilford, 
Essex; Jonathan Hudson, Sun- 
derland, SR6 SEW; Michael 
Johnstone, Norfolk, NR13 4JJ; 
Matthew Bloor, Essex, SS7 
3PW; Nick Hawkes, London, 
SE5 9QR; Geoff Robertson, Mer- 
seyside, WA11 8DS; San jay 
Gohjl, London, El SPQ; Adrian 
Booth, Lincolnshire, PE21 7PY; 
John Edmonds, Essex, CD16 
SDD; Jason Baker, Kent, CT1 
ITS; 8 D Johan, Guernsey, 
Channel Islands; Jamie Mac- 
donald, East Lothian, EH39 
4AW; Owen Slomnn, London, 
N10 3NA; Slade Garrett, Her- 
eford, HR1 3EE. 


FUNKY FLUNKY 


All you had to do for Piranha's 
Flunky competitor! was describe 
some humorous tasks that Flunky 
could perform for the Royals, The 
funniest entry came in from Geof- 
frey Hammond, Surrey, GU25 
4EW, and his shining wit has 
earned himself a fabulous Phillips 
Cassette Player - what a lucky 
chap! But, wait ! There ' s also a sec- 
ond prize Of a Sony Walkman for 
Lhe runner-up - Mark Wallace, 
London, N2 9JN. AH is not lost if 
you aren't one of the two 
aforementioned winners, because 
you could still be amongst the 40 
runners-up listed below who'll 
each receive a copy of Flunky , . . 
Garry Kinnear, Edinburgh, EH12 
5EG; Paul Welch, Luton, LU2 
7PP; Nigel Willetts, West Mid- 
lands, DY& 400; Martyn Jones, 
South Glamorgan, CF35 5DT, 
Chris Willett, Staffordshire, STS 
DJE; Mr A Norcutt, Middlesex, 
HAO 2HN; M Griffiths, Dorset, 
BH12 3HA; Cart Maxwell, Lon- 
don, W10 6UA; Elliott Moran, 
Wiltshire, B93 9JB; Paul Wise- 
man, Middlesex, HAT 2P P; Craig 
Scott, Cumbria, CA2 4DB; Capt 
J G Robson, 11 Armd Wksp 
Reme, BFPO 106; Leyland Per- 
ree, Cornwall, PL 12 4RD; Mark 


Smith, Nottingham, NG2 7GJ; 
Keith Gabriel, West Yorkshire, 
HD4 6LQ; Stuart Parsons, Che- 
shire, SK9 6LT; J Davey, South 
Devon, TQ2 7RH; Mark Alldred, 
Sheffield SIS 5YW; Philip 
Turner, Devon, EX17 2DH; 
Simon Edwards, Cheshire, SK10 
3NN; D Matthews, Roctrford, 
SS4 ISA; Craig Rowlings, Tyne 
and Wear, SR6 70Y; Darren 
Moore, Hampshire, GU30 7DD; 
Craig Roberts, Essex, IG22 9HE; 
Paul Spraggons, Middlesex, 
TW1 1ER; M L Thomas* South 
Wales, CF31 3D A; Jamie Foran, 
West Sussex, RH17 6BJ; David 
Davison, 7th Signal Regiment, 
BFPQ 15; Tim Doel* Camberiey, 
GUI 6 5PW; Jonathan Richards. 
Nuneaton, CV11 4QJ; Mark 
Brew, Berkshire, RG11 2NZ; 
John MacPherson, Invemes- 
shire, PH33 6NJ {4694); Nicholas 
Edgcombe, Cornwall, TR4 9DR; 
Andrew Bruce, Manchester, 
M31 3JA; Barry Markey , Surrey, 
RH6 9RP; John Parish, Darrel 
Hall, NE20 9AD; Craig Barber, 
Bristol, BS15 2UX; Phil Gado T 
East Sussex, BN27 2HD; James 
Witney, Nr Afford, LN13 90S; 
ZZAP! reader, Sheffield* S10 
1ET, 


Winning the original artwork from 
the Starfox advertisement was 
easy enough - all you had to do 
was find the relevant words in our 
wonderful wordsquare, Leon 
Lewis of Bumtwood. WS7 BUS 
was the first correct entry pulled 
out of the bag, so he can look for' 
ward to lhe picture and a copy of 
the game arriving at his front door 
very soon. The other 25 copies of 
Sfarfoxthat Ariolasoft generously 
want to give away are being sent 
to . . , 

Paul Syrett, Cornwall, TR1 1HH; 
Rodger Gibbs, Oxon + 0X1 6 7 HA; 
N Chgrelmagne, London, NW10 
£UP; John Hadcock, Manches- 
ter, M31 4JU; Stewart McCom- 
bie, West Midlands, B92 9DH; 
Christopher Turton, Kent, TNG 


1LW; M D Whitehead, Notts. 
NG24 INN; David Sen, Arkly, 
Barnet; Guy Chapman, Wilt- 
shire, SNlG 1ET; Nigel Richard 
Bonsfer, West Midlands, CVl 
5RW; Philip Nicholson, Hants, 
RG27 ONY; Andrew Fraser, 
Staffs, ST14 8DH; Peter Brown, 
Dorset, BH16 5BX; David Watts, 
Hants, S02 20 U; Jonathan 
Ware ham, Derby, DE3 SEG; C C 
Unwin, Huntingdon, PE17 2EZ; 
W Campion, Essex, CM1 SEH; O 
Shah, West Midlands, WS53HF; 
R C Allan, Surrey, 4QX; Christ- 
opher Ward, London, N14 7DE; 
Mark Phillips, Bristol, BS193NE; 
Andrew Johnson, Cheshire, SKS 
3EN; Mr M S Jardme, South 
Wales. CF67PJ; Robin Eastham, 
Lancs>, PR7 5NU; Mr J Wjggell, 
HQ 1 ARMD Div, BFPO 32, 
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CHART VOTING 
WINNERS 

WINNER (£40,00 voucher arid 
ZZAP! T-Shirt); Ian Robinson, Lon- 
don, N17 6XD, 


Runners-up (ZZAP! T-Shirt and 
cap); Neil Archer, Wolverhampton, 
WV11 3DF; Kenny Ho, West Lot- 
hian, EH54 5BH; Roy Matthews, 
Nottingham, NG1T 7DX; Eric 
Steele, Manchester, M35 ODS, 
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Ocean’s latest coin-op conversion, Raslan Saga, is a hack ’n’ slay game, presenting something of a 
cross between Barbarian and Ghosts Vi* Goblins. y 9 

As wet! as having some pretty neat graphics, those with a musical ear will also appreciate the Martin 

Galway soundtrack- In fact, those same people wilt be very interested in the competition prizes that 
ocean have on offer ■ > » 

If you fancy making music yourself, you could do a lot worse than win the first prize - a Casio SK4Q0 
keyboard, worth around £2501 This Jittle ebony and ivory beauty features stereo sound and a built-in 
sampler, aiiowing you an almost unlimited array of voices. 

There are also two first runners-up prizes of a brilliant Ocean sports hold-all, ten Ocean games and 
an Ocean T-shirt, while 20 second runners-up are to be given a copy of Rastan Saga 1 

, J® 1 aforementioned prizes, all you have to do is design a musical instrument 
using the sort of items that a stone age warrior might find. You can use bones, rocks, bits of animal 

! jjjgg JJJJI humou °a SMperb flrBt prize synthesizer will go to the entry displaying the most 

be seflt t0 R « TAN MUSKCOMP, ZZAPr TOWERS, PO BOX 10 f LUDLOW, 

SHROPSHIRE, SYS JOB to arrive no later than January the 14th, 1988, Include the name of your tribe 
cave number and individual drum beat, If you have one, 1 
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AMSTRAD 


A WORTHY SUCCESSOR TO THE 
EVER POPULAR MATCH DAY 






'AT LAST 


FOOTBALL SIMULATION - 
A GAME WHICH HAS 
REMAINED IN THE READERS 
CHARTS FOR 3 YEARS ! 

Written once again by Jon Pitman 
this NEW Match Day is the result of all 
the customer feedback and advice on 
how to create the pinnacle in 
computer soccer. 

Pit yourself against the CPU or with 
? players - full league or cup 
competition with unique 
code - save facility. 
Jump, head, volley and 
kick (using the kick 
meter] to move the ball from player to 
player with automatic deadball set ups 
and goalkeeper control. 

DIAMOND DEFLECTION SYSTEM™ 

ensures realistic ball ricochet and the 
action comes with full music and 
sound FX, 

If you want the very best in football for 
your micro then there's only one choice... 
MATCH DAY II with 
multi-menu system 
makes the home 
computer come alive. 

Ocean House ■ 6 Central Street ■ Manchester ■ M2 5IVS -Ttel: 061-832 6633 -Telex: 66 W? 





PREVIEW 

COMING SOON TO A 
MONITOR NEAR YOU 



Gremlin Graphics are set to fol- 
low up the technically stunning 
Cosmic Causeway with art 
unusual puzzle game, Dofhktor. 
Th* player steers a laser beam 
through a course of strange 
obstructions using sets of rotate 
Ing mirrors, and destroys the 
energy blobs that cover the 
screen. 

The laser beam is always on„ 
and simply continues as far as it 
can and stops when it's directed 
into an object which absorbs it. 
Mirrors re- direct the laser's 
path, and their angle is changed 
by rotating them. 

Transmitters absorb the 
beam and launch them else- 
where, usually into mines, or 
back into itself to cause an over- 
heat. Once all the blobs have 
been destroyed, the beam is 
steered into a second generator 
to complete the level. 

Dofloktor should be available 
soon, costing £9.99 on cassette 
and£1 1 >99 on disk -and there'll 
be a full review next issue. 



IN f OCR A M f S 


*vz\ 


One of the strangest games 
we've seen in recent months is 
Integra mes 1 Sidewalk. Set in the 
summer of 1 985, the player 
takes the role of a man trying to 
get to the Live Aid concert. 
Unfortunately, his motorbike 
has been stolen, along with both 
his and his girlfriend's tickets. 


The player’s quest is dis- 
played in perspective 3D as he 
traverses some of the shadier 
parts of town. All the bike's com- 
ponents have to be recovered 
from the gang of thugs that stole 
it, and more tickets bought 
within the seven game-hours 
time I im it — Live Aid stops for no 
man! The graphics, are excellent, 
and there are some fiendish 
puzzles to solve — more news 
next issue f 


Sictewatk boasts some lovely cartoon- style graphics 





Are you a buckling boy racer? In that case taka a test drive... 


Art’s latest, Fast Drive should be 
of Interest. It gives the player the 
chance to drive any one of five 
stunning supercars: Lotus, 
Lamborghini, Ferrari, Porsche 
and Chevrolet Corvette. The 
player attempts to race between 
two points within a set time limit 
in the best traditions of race 
games, while avoiding police 
speed traps and falling rocks in 
mountainous regions. 


Electronic arts 


If you've always dreamed of 
owning a Lotus or a Lam bor- 
ghini, but can't think up the 
blockbusting game necessary 
to provide the funds, Electronic 
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PREVIEW 


Has anyone NOT heard of Oisl 
flurf? It involves the player rac- 
ing along a five stage course in 
hie red Ferrari , with his girlfriend 
by his side. The arcade game is 
absolutely stunning, end boasts 
some amazing graphics and 
music. 

What has this got to do with 
the 64? Wei), US Gold have 
recently acquired the ‘official 
licence 1 and are currently con- 
verting H to the Commodore. 
The screen shot iooks impress 
sive s but whether or not the 
game manages to capture the 
spirit of the original arcade 
machine is another thing 
entirety - read the review next 
month and find out. 

► A gallon into a pint pot? Out 
Run on the 64 . . . 


ENGLISH 

SOFTWARE 

Following the success of Engl- 
ish Software 1 s Knight Games, 
programmer Jon Williams has 
just completed Koighf Games II 
after nine months'* work. 

The gams takes the 
mediaeval action of KG /and 
catapults it into the far future, 
with the player takin g the role of 
a space knight, travelling to a 
distant planet to partake in a 
tournament 

The twin cassette package 
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► Robotic knights prepare to do 
battle 

contains three individual 64K 
games, which are loaded and 
played separately once the sec- 
ond two access codes have 
been earned, 

In the first section, the knight 
leaves his home planet and 
rescues a variety of creatures in 
a Defender style shoot 'em up. 
Three different landscapes are 
traversed, the latter ones being 
accessed only when the requis- 
ite amount of men end beasts 
are collected. 

Completing the first section 
gives the access code for the 
second game, which features a 
space battle high above the 
destination planet. Aga in, three 
scenes are negotiated, with the 
first being a straightforward 
shoot 'em up, where a remote 
craft Is controlled and viewed 
from the mothership. The next 
scene is viewed from the rear of 
the mothership, and a cross- 
hair is directed upon attacking 
enemy craft. Finally, a Space 
Invaders style battle takes place 

k A caittfl of the future provides 
one of the many varied 
backdrops in KnfrM {femes II 



► 








The 

SUITE 6 

136 INGRAM STREET 

MEMORY 

STORE 

PART OF FUJISAN DISTRIBUTION LIMITED 1987 

GLASGOW G1 
Tel. No. 041 552 4222 



AMIGA A 500, MOUSE, WORKBENCH 
DISK, AMIGA EXTRAS, DISK WITH 
BASIC & TWO MANUALS, 



PH I LI PS 5500 CGLQU R M ON UTOR WITH 
STEREO SOUND. 


OR 


AMIGA ASOOwith 
DELUXE PAINT 


£399 


PHILIPS 8833 CM 
& SCART CABLE 


£265 □ 



01 


£664 

NOT A PENNY 
MORE 


ALSO 

FREE SCART CABLE 

FOR COURIER 
SERVICE ADD 


£ 8.00 □ 


COMMODORE 64 POWER PACKS ONLY □ 

MODULATOR FOR A500 £22.95 □ 


DISKS! DISKS! DISKS! DISKS! 

ALL DISKS COME COMPLETE WITH LABELS 

3.5" DS/DD DISKS 1 0 £1 0 □ 

3.5" DS/DD DISKS 25 £24 Q 

3.5" DS/DD DISKS 50 £47 □ 

3.5" DS/DD DISKS 100 & 1 Lockable Disk Box £93 □ 
3.5" DS/DD DISKS 200 & 2 Lockable Disk Boxes £1 83 □ 
3.5" DS/DD DISKS 500 & 5 Lockable Disk Boxes £447 □ 

LOCKABLE DISK BOX - HOLDS 80 3.5" DISKS 9.950 
DISK LABELS - 2.00 PER 100 □ HOW MANY Q 


NAME 

ADDRESS - 
POSTCODE 


TEL. NO. 


PLEASE TICK BOXES REQUIRED AND ENCLOSE FULL PAYMENT. MADE PAY- 
ABLE TO THE MEMORY STORE’ I ENCLOSE FULL PAYMENT FOR ABOVE 
TICKED BOXES £ TOTAL 
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► Insid & Outing boasts some fast isometric perspecti ve 3D action 


The £dge have been fairly quiet 
ever the past year, and have 
released only two games; Shao- 
Un’s Road and RISK. Their 
latest release - Inside Outing - 
is therefore quite notable, IVs 
best described as a full colour 
Fairlight clone, end requires the 


player to explore the rooms of a 
large house end find twelve 
gems. When they're all reco- 
vered, they're taken to the 
house owner to complete the 
mission. 

The ho use is filled with mova- 
ble objects, many of which are 
necessary to solve the devious 
puzzles that hide the gems. 

So far the game looks vary 
promising, with vary fast 30 
graphics. A full review will 
appear in Issue 34. 


The player readier himself in the face of adversity 


P- Ocean's latest blasting arcade conversion Is set in a strange 
environment 


within the m othersh ip’s docking 
bay. After successfully with- 
standing the enemy attack , the 
knight accesses the third game 
and makes h is way down to the 
planet surface . 

The final stage is more 
reminiscent of the earlier Knight 
Games, and presents three 
futuristic combat scenarios: jet 
jousting, light satires and 
photon chai ns. The knight faces 
three adversaries, controlled by 
another player or the computer, 
and the action is set across 
some brilliant graphical back- 
drops- There's no distinct end 
game, but methods of combat 
are honed and a high score 
accumulated instead. 

English Software's 192K's 
worth of game is to be released 
in January, and will be reviewed 
as soon as possible. 


Gryzor is a fairty successful 
arcade machine, and has been 
selected as Ocean's next con- 
version. 

The horizontally scrolling 
action starts in an alien forest, 
where the player runs left to 
right, firing a stream of bullets, 
ducking enemy fire and some- 
rsaulting obstacles. Occasion- 
ally, extra weapons appear, 
allowing the player to Increase 
his destructive powers. At the 
end of a level, die fighter enters 
an alien stronghold, where he’s 
confronted by corridors full of 


deadly electric force. 

Early versions of the game 
look impressive, and Ocean 
seem to have captured much of 
the original machine’s look and 
feel. 
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KangKwMa 


What if you could buy all these hit games in a special pack for the price of one 
Wouldn't that be fantastic? 

And what if there was an extra FREE same included - say the best selling 
martial-arts simulation "Vie Ar Kuns Fu” Wouldn't that be sensational? , 


Its called 


you 

can buy 
it on 

December 1st 
» O.K,? 

Ocean House '6 Central Street -Manchester -M2 5NS- Telephone: 061-832 6633 Telex: 669977 


AnfJ of course it's courtesy of 


SPECTRUM, 

AM5TRAD, 

COMMODORE 

CASSETTE 
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